

























































































Orbital, Leftfield, The Chemical Brothers. 

96% - C&VG 


wipEout the album available now from Sony Music 
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inside 


Hovering in through the office 
window this month comes a fantastic 
thrill a minute voyage of a lifetime 
through the fantasy world of the multiple 
industry-award winning PC game, Magic 

Carpet. Utilising a 
truly amazing 3D 


engine 


y’know, 


/ 
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I the sort that is 
I usually wasted 

' on a flight sim 
One of the year’s 
most exciting 
releases touches 
down for the 

workstation 

treatment 


This month in Wired, we 




look ahead to 1 


and the 


tasteful treats coming to a 


PlayStation near you. Who’s 
releasing what, the rumours, the 

facts, and all the hottest news 
stories first and foremost. 
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Our tactical cheats 
conductor pulls into the 
Station once again to 
give unbeatable gaming advice 
on the hottest new PlayStation 
releases. 

Also, don’t miss our stunning 
in-depth guides on: 


Lone Soldier 
Rayman...... 
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Wall of Games 


i| A This month we go back in time 
£1 U to bust open perhaps the most 
■ w fun-filled beat-’em-up to 
emerge in recent years, Primal Rage. 
Human gobbling, Raptor devouring, 
it’s all on the wall. 




RYSTRTION 


MagazinE 


Play in 
Wonderland 

Read what happened when the Play boyz 
were let loose in Namco’s first UK 
amusement centre, 
gawped at and played 
(for free!) the hottest 
new releases to hit these 
shores, plus a look ahead 
to which ones will be 
appearing on the 
PlayStation. 


the Wonderpark. We 





Subscriptions 

iti ihese cold wmter 
I O monihs; get Play 
delivered directly to your 
home al 2^% cheaper than it 
would cost 10 brave the cold. 

Arena 


Our letters section Is 
' now in full swing with 
especially strong opinions on 
stereo sound (!) the age 
old import Vs. PAL debate. 
Thank you once again for all 
your correspondence, and 
we’re sorry If lack of space 
stops your letter from 
appearing. We have tried, it’s 
now four pages for gawd's 
sake! 

However, help may be on 
the woy (partially) in that 
we're looking to be able to 
print ALL your tetters very 
soon on our re designed Web 
site, up and running in the 
near future... 


Play Back 

What’s hot and what's 
not in our invaluable 
PlayStation buyers' guide. How 
will your favourite game be 
a^ected by the new blood this 
month? 


In the curry 
house with... 

% PWEI. the altemalive 

band who utilised their 
talerrts to produce the 
stunning soundtrack to 
Loaded What a right old laff 
we had! ^ 


. WorkStatio’ns 


Magic Carpet. 24 

Resident Evil. 34 

VR Pool .54 

Rise 2 - 

Resurrection. 68 | 

I 

Wired Up 

wing 

Commander 1(1 .18 

I 

Descent. 20 I 

Actua Golf .22 I 


Evaluation 

Station 

Ridge Racer 


Revolution. 28 

Aclua Soccer. 32 

Krazy Ivan. 38 

Johnny 

Bazookatone. 42 

Alone in the Dark. 44 

Pnmal Rage. 46 

Shock Wave: 


Operation Jumpgate ..48 | 

Criticom .58 ] 

Cyber! a .60 

NFL Game Day. 62 

Namco Classics. 64 

NHL Face Off.66 j 
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Games 
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Happy 199PSX! And what a great 

issue to start the year with - Magic 
Carpet exclusive. /?/dge ffacer Revofut/on 
reviewed, Lone Soldier blown to bits! If 
(fs on the PiayStallon, then it'll be on 
our pages. That’s Piay's new year 
resolution to you. 

Well, predictably Sony won the 
Christmas console war, and as the 
PlayStation continues to flourish over 
the next few months, even In the face 
of tough opposition from those boyz at 
Nintendo, you can be sure that the 
quality of your gamesplaylng will rise 
with it. Just take a look at some of the 
titles available over the next 90+ pages! 
And, as the standard of PlayStation 
gaming continues to rocket, so wiU the 
quality of your Favourite magazine. 

That^ why after this issue 1 will be 
moving back into my managerial role, 
so ! can concentrate on developing and 
promoting fixture Issues, and handmg 
over the editorship of P/ay to my good 
friend and loyal gaming pal, Nick 
Roberts, it is a tribute to the power of 
PlayStation that a former Sega editor 
has turned his back on all the S.A.P.S 
who vainly cling to the unful^Hed 
promises of their virtua 
consoles, In order to . - ^ 
become a part of the ' 

planet's fastest . 

growing games ^ 

phenomenon. Together, ^ 

with Ian. Ryan and ^ 

new team member 
Steve, well ensure 
that Pfay continues 
to go from strength 
to strength over the 
new year and beyond. 

So, for the last time in 
this column, I 
congratulate you on 
choosing the most 
powerful games 
magazine on Earth, and 
to you and your 
console...ENJOY! 


he PlayStation^ ^ 

roaring Christmas ™ 

tuccss means that^^l . 
ther» a» now close 
150,000 PlayStation owners In 
the UK alone as we what rs 

already being called 199PSIX - making It 
by far England, Scotland, Wales and 
Northern Ireland's most popular next 
generation cor^sole. a. 

It’s just as well really, or * 
you'd be missing out on a 
potentially storming line up 
/ of 1996 releases. 

Although production 
. difficulties still mean that, 
time of wrfting, a lot of 
•mshtd product is yet to 
, be released (although there 

- should’ve been a number of 

, recent arrivals In the weeks 

before you read this), a 
massive number of games 
have already been 
J completed and this is set 

to balloon even further over 
the next year, m first 
four issues alone. Pfay has 
reviewed 70 titles, and 
whilst the overall standard 


Magic Carpet 
and Actua Soccer, 
just two of the top 
PlayStatior! tides 
heading your way 
in 1996. 


Ilias been mbted to say the least, killer 
i games such as Te/tken, Wpeout, Ridge 
Picer, Actua Soccer (reviewed on page 
32), Striker 'p 6 . Oestfuct/on Derby (I 
suppose), Mortal Kombat j. Doom, Lone 
Soldier, Rayman and Jumping Flash 
mean that there are far more must-buys 
on PlayStation than certain other next 
generation machines. Having seen some 
of the games to come In the year ahead, 
it would seem PlayStation-owners are 
soon going to be spoilt for choice. 

Play already knows of 207 projects In 
development, all planned for a 199PS1X 
release, and there's bound to be a few 
more we haven't managed to find about 
yet (there's only so many working hours 
In the day). Given the nature of the 
business, not all of these games will 
land on the shelves of your local video 
games centre over the next 12 months. 


Dave Perry 
Managing Editor 
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we all know game designers are 
infemous for not getting work finished in 
time they say they wilL and some 
games will be scrapped altogether, but it 
still adds up to a cracking year ahead. 

Here are some of the highlights we 
jsredfct youhl be drooling over in the first 
six months of i99P5iX. All release dates 
after February are provisional, and some 
of the February ones could still slip a 
month or so. 

Now-ish 

Actua Soccer. Gremlin Interactive 
Brilliant, fantastic-looking ^otbali game 
Firestorm: Thunderhawk 2. Core Design 
Fast ‘n^ fenf/f helicopter shoot 'em-up 
Lone Soldier, Telstar 

Camouflage and gun packed jD shoot 'em up 

fCrazy Ivan Sony. Interactive 

3O shoot 'em-up wfih big robots and guns 






<3 


s lohnny Bazookatone, US Gold 
Heat plaifomer with great tunes 

^bTuary 

Defcon 5, Sony Interactive 
Atmospheric arcade strategy game 
Primal Rage. Probe. Time Warner 
interactive Fun, dinosaur-based beat 'em-up 
Total NBA '96. SCEE 
Spectacufar-looking basketbaii sim 
Gex. BMGie 

Decent platform game converted from 3DO 
Tilt, Virgin 

Briliiant-iooking pinball game 
Wing Commander 111 . Origln/EA 
Star Wars-type Interactive movie 
Rise of the Robots 2. Mlrage/Acclplm 
Turkey turned chart topper? 

March (hell of a monlhy’^lSs one) 
Magic Carpet, Bullfrog/EA 
Read this issue's Workstation! 

Syndicate Wars, Bullfrog/E A 
The thinking mark's shoot *em-up 
Impact Racing, jVCA^irgin 
Ridge Racer done with guns 
Power Soccer. Sony Interactive 
Football for those who play dirty 
Descent, Interplay 

3D shoot 'em-up with 360 degree movement 

Fade To Black, EA 

Delphine'designed action adventure game 
Street Rghter Alpha, Capcom/Virgin 
Carry on Street Fighter 
Darkstalkers, CapcomA^irgln 
Cool-looking cartoon beat 'em-up 
Waterworld, Interplay 
Lush-looking arcade shoot 'em up 
Criticom, Virgin 

Decent beat 'em-up, looks 3 bit like 
Toshindeh 

April 

Resident Evil, Capcom/Virgin 
Awesome 


Street Racer, Ubi Soft 
Moiti-piayer racer, could be special 
Space Hulk, EA 

3DO conversion, supposedly better 
than Doom 
NHL '96. EA 

Ice Hockey sIm, might be good 
NBA In The Zone, Konaml 
Very promising basketbaii sim 
Witch wood, Team 17/Ocean 
Zelda type RP6 

Spot Goes to Hollywood, Virgin 
Nice looking platformer 

May 

Rock Roil Racing II, Interplay 
Driving game with guns 
Allen Trilogy 

Doom-clone based on Alien hims 
Victory Boxing, JVC/Virgln 
Good boxing game shock! 

Ridge Racer Revolution, SCEE 
PAL version. NTSC version reviewed 
on page a8 

Olympic Sports 1&2, US Gold 

Lots of Olympics related antics 

Earthworm Jim 2, Virgin 

One of the best t6-bit games gets 

upgraded to PlayStation 

Wing Commander IV, Origln/EA 

Much the same as III, but better 

June 

X'Men, Acclaim 
Cartoon beat 'em-up 
Allegiance, Team 17/Ocean 
Another thinking man’s shoot 'em-up 
Project OvericilL Konaml 
Core-splattered mindless violence 
Hexen, GT Interactive 
By same guys who did Doom 
Dungeon Keeper. Bullfrog^ 

RPC where you control the dungeon! 

Creation. 8ulifrog/EA 

Another cracker from the winning team 


Rampant 

Virgin 

grabs 

another 

V irgin, the firm which 
recently signed up hot 
Capcom trio. Street Fighter 
Alpha, Resident Evil and 
Darkstalkers as well as Vic 
Tokat^s great new 
Toshfnden-beaXer, Criticom 
(reviewed on page 58) has 
snapped up rights lo 
release games from US 
games publisher Bethesda 
in the UK. 

One of the most 
respected US development 
teams, Belhesda's line up 
In the past Includes 
Terminator 202$ and Elder 
Scrolls, published In the 
UK by US Gold. The firm 
apparently recently 
decided that It needed a 
change In Europe, and 
split from US Gold to hook 
up with the currently 
rampant Virgin, who will 
now handle all of 
Bethesda's products 
throughout Europe (with 
the exception of France.) 

Rumour has it that the 
first game to be released 
will be Future Shock, and 
with any luck it should be 
appearing on the Sony 
PlayStation sometime mid 
'96. Better make It a good 
one then. 
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update 

I nterplay's licence of Kevin^aine^mulll-mlllion dollar flop 
Waterworld. being develj^d 
by Software Creations, Isp 


coming along nicely. Featured 
in issue two ofj^lay, It is srill 
on target to Wt^ts tvlarch 
release date. 

Work continues on the 
graphics and thes^fi^ 
resolution StfHs from the 
animated sepuencas show that 
H should be a crackingly well 
’•presented game. The power ol ^ 
the PlajStation means that 
gam&wsigners can get clos 
and closer to repro^j^^K ^ 
of the visual etiectf which 
make action movis so 
spectacular. Prosing noth! 
goes wrong, we should be able 
to bring you a review in an 
issue or two's time. 


Data sees blue 
skies ahead 


F ans of sports games are in for a real treat 
over the next few years because Data East 
have formed an agreement with California 
based Blue Sky Software to produce 32-bit sports 
titles for the PlayStation. In (he past. Blue Sky have 
been responsible for many top Sega Mega Drive titles including 
World Series Bssebetl, College Football’s National Championship 
and NFL Sports Talk Football >4 as well as non-sports games 
Road Runner: Desert Demolition and Shadowmn. 

The deal will see the company putting their cJavelopment time 
into creating baseball and football 
titles spread over (he nexi few years. 

Mike Meyers, director of product 
development for Data East 
commented, "Words can’t describe 
how excited we are to have this 
agreement with Blue Sky. They have 
a superlative track record in the 
sports genre as a creator of original 
designs that combine realism with 
exciting gameplay." 

Get your sports shoes on these 
games should be worth a kick about! 





he Scottish Open is a golf game that’s being pitched as an 
arcade game rather than a simulation. It features four 
courses, inckl^g Carnoustie - home of the 1993 Scottish 
open - all folly Stfure mapped, with the option to flip them 
over to make eight. Ud to four players can play at once, with five 
different styles of play, Including Tfllpmamcnt. Derby Scramble and Shoot Out. 
Core Design’s new scbwlnger is set for a February release. 


CARNOUSUB 


M Core Design have been 
finely tuning the game 
engine for their golf sim 
for months now. 


► They may be going 
for a more arcade feel 
with this game, but 
theyVe still got a huge 
power mari<er on the 
screen! 


We hate 
the French! 


his is the best excuse weVe ever heard for something not 
turning up. Street ^acer-developers Vivid Image are 
claiming that because of all the industrial action going on 
in France at the moment, theyVe been unable to complete the 
screenshots they were going to give us for part two of the special 
Workstation feature we’d lined up. Something about working in tandem with 
the French offices of publisher Ubi Soft and not being able to modem the 
pics back and forth. Anyway, Vivid have apologised and promise, stroppy 
French workers permitting, the/ll gel the shots to us in time for the next 


issue. 
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PlayStation 


“ < 2 ^ ” and “PlayStation” are trademarks of Sony 
Computer Entertainment Inc. Psygnosis^'^ is a 
trademark of Psygnosis Ltd. © 1995 Psygnosis Ltd. 
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hose loverly Lemmings are up to their old tricks again with a new game 
on the cards from the software company that’s had more names than 
Asam, Psygnosis. They’re considering producing a Lemmings paintball 
game for the PlayStation complete with Silicon Graphics rendered visuals 
and all the spit and polish they have become so famous for. 

There are no screenshots to show of as yet, in fact they’ve still got to convince their big 
bosses Sony that the game is a good idea, but we all love Lerrmings don’t we? If you’d 
like to see a Lemmings paintball extravaganza on your console, write to Sony and tell 
them so! Oh, and tell ’em Play sent ya! 
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t is with great regret that Play announces that this will be Asam 
KV Caveman Ahmad’s last issue as one of the Play boyz. Due 
to the new ruling that no team member shall have more than 
two names, our favourite schizophrenic has been forced to 
leave the golden beaches of Play for the murky waters of 
sister magazine, X»Gen. KV fans (both of you) can 
follow his own ‘large’ writing style in issue seven 
of the multi-format magazine, on sale the 
first week in February. He will be 
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ony Interactive Studios have been busy over the last few 
months, creating graphics and finely tuning the gameplay for 


their new interactive 
adventure on the PlayStation. 
Sentient is full of mysteries to 
be solved and clues to find. 

There’s a sun, a space 
station, a plague, a 
photograph, a crash-landing, a 
case of mistaken identity, a 
murder, a resurrection, a 
haunting dream, another 
murder, a mask, a race against 
time and a handful of terrible 
truths. Not bad for starters! 

With drop dead gorgeous 
computer generated images 
and plenty of twists and turns 
this should indeed turn a few 
heads when released in 
Europe in the first quarter of 
1996. 
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rom comic book to video game, the super heroes of the world seem to be making the 
t|-3n5formation with ease these days. The latest cult figure to be snapped up is Spawn, a 
character created by Todd McFarlance. Acclaim are the video game giants /,^ith the big cheque 
book, and they are busy creating the i6-bit version of the game as I type. 

It’s rumoured that a 32-bit game shouldn’t be far behind and a licence like is far too good an opportunity 
to pass up on the PlayStation. The game incorporates all the raging 
combat and unholy powers of the comic books with the Lord of 
Darkness himself, Malebolgia, making an appearance as an end of 
level guardian along with the powers of darkness Violator, Overkill, 

Anti-Spawn, New Breed and the Mad One! Special weapons like the 
Burning Fist, Fire Storm and invulnerability will be up for grabs along 
with plenty of cool artwork from the comics and some top animation. 

As soon as we get confirmation on a PlayStation version, you’ll be 
the first to know, well, after us of course! 
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•blows fhe roof off the ^Doom' genre 

Rated: 92% 
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Pure arcade frenzy over a massive variety of levels, 

combining pumping 3D action and awesome 
firepower. This is exactly what we want.^^ 

EamePra 

PUBLISHER: TELSTAR ELECTRONIC STUDIOS LTD 
The Studio, 62-64 Bridge Street, Walton On Thames, Suney KT12 1 AP 

Tol: 01932 222232 Fax: 01 932 252702 
^ Email; 100622.3702@COMPUSERVE.COM 
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fter a relatively slow emergence into 
the PlayStation scene, Konami have 
now pulled out all the stops to 
produce a promising influx of games into 
the PlayStation market for the new year. 

Headlining their impressive barrage of titles is none 
other than the long-awaited futuristic shoot ’em-up, 
Project Overkill. After slipping considerably from its 
originally scheduled release date, Project Overkill now 
looks set to appear officially in June - two months after 
the planned US release. The game supplies frantic 
blasting action and copious amounts of gore in equal 
measures, and should appeal to the gore-loving 
contingent of PlayStation owners. 


witr 


R ounding up Konami’s software assault is Castlevania: The Bloodletting ~ which 
is an evolved continuation of Konami’s hugely popular vampire plattorm saga. 
Following the same story lines as before (i.e. whip-lashing hunk wreaks havoc in 
ghoul land to save sweet little damsel from the vile clutches of Dracula), 
Castlevania: The Bloodletting is promised to contain plenty of PlayStation effects to 
give the somewhat dated theme a more modern feel, and it should be available to 
buy at the end of the year. 


A lso on the cards from Konami are two first-rate 
American sports sims, NFL Full Contact and 
MLBPA: Bottom of the 9th. The latter is the much- 
anticipated motion-captured baseball game that has 
been in development for some considerable time now. 
NFL Full Contact is a gridiron game that casts a whole 
new perspective over the proceedings. You actually play 
the action and call the shots right down on the field 
Ismongst a^jhuddle of sweaty, aggressive players - 
which m^pBf a change from the age-old Madden 
perspecA. Although a spokesperson at Konami UK 


S peculation time now, and this month our investigators are hot on the trail of Crypt 
Killer, Konami’s brilliant new arcade release. Voted best gun game by the distributors 
and operators at this year’s US arcade show, AMOA - it’s plain to see where all the 
excitement is coming from. Crypt Killer features unbelievable graphics and is the first coin 
op to feature a fully reloadable pump action shot gun that isn’t in some way attached to 

the cabinet. There’s just one downer though... HMMMMBHMMHBMHHamHl 
Crypt Killer hasn’t been confirmed for a I I 

PlayStation release as yet - doh! ■ jy 

However, Konami have just developed the ■ _ 

official PlayStation light gun which is planned to I .. _ ■ • 

be released simultaneously with Sony re . - 1 

Interactive’s Horned Owl shooting game later this R ^ ^ 

year. So we reckon the possibility of Crypt Killer ^ 

making an appearance on the PlayStation is M ■ 

looking highly likely, although probably not until | ^ ' «<i 

Christmas at the earliest. 


t port within 
j next month 
(so look out 
for full reviews 


I f the film First Knight wasn’t enough, Psygnosis have brought out their own 

interactive version of the Arthurian legend. Chronicles of the Sword takes you into the 
depths of swashbuckling action combined with a bit of magic and mystery. Best 
described as a cinematic 3D adventure, it boasts a ‘movie-quality’ storyline and utilises a 
combination of first and third person perspectives in fully rendered 3D worlds. 

The game is also claimed to have multi-layered gameplay in the form of many plots 
and sub-plots to work through. Chronicles of the Sword, is due for release around March. 
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here’s a little alien in all of us - is the 
cry from Vic Tokai with the imminent 
release of new PlayStation title, Alien 
Virus. The story goes like this... on 
returning to the space station after a month 
in hyper space things weren’t quite as you expected. There 
was no-one to be seen and not a single sound except for 
the hangar door locking and the spit of loose cables 
somewhere. With nothing but a clapped out robot for 
company you soon discover that the place has been 
overrun with aliens. Now you have to find them, before 
they find you! 

With a first person, ray-traced rendered look, multi- 
sequenced animation, over one hour of sampled speech 
and a varied, gory gameplay 
with plenty of death 
sequences, it certainly 
sounds promising. It’ll hit the 
shops over the next couple 
of months, and you can bet 
that Play will give you a full 
run-down before then! 
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till no sign of Electronic Arts’ classic Road Rash in a previewable 
form, all we’ve received are these new screen shots of the game - 
and it’s looking mighty fine too! 

The PlayStation version is loosely based on the 3DO manifestation of the 
game. The basic game engine is a fast, 3D affair with buildings and cars 
whizzing by, plenty of tough challengers to race against and police cars 
to stop and fine you if you’re caught racing too fast. You can of course 

still run over the old ladies 
that cross the road, and be 
sent flying if you hit a fire 
hydrant or annoying tree on 
the pavement. 

This racing classic will be 
winging its way to our worb 
station doors very soon. In 
the meantime - here are a 
few extra screen shots to 
drool over. 
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PlayStation 

lazing Dragons, created by Terry jones (of Monty Python 
and The Life of Brian fame), is the second game this 
month about King Arthur. BMGie’s rendition however, take 
the classic tale of the Knights of the Round Table and turns it 
upside-down in this comic interactive cartoon adventure. 

With ‘crazy-wacky-zany-bonkers’ visuals and sound effects, this 
game sounds like something from the deepest, darkest corners of 
Terry Jones’ incredibly funny mind. Blazing Dragons should be out 
sometime in February. 
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rown, knobbly creatures with drooling mouths and 
razor sharp teeth. No, we’re not talking about Saturn 
owners, we’re talking H.R. Giger here, and his alien 
creation. The guy behind all the gruesome creatures in the 
Alien movie series is also behind all the visuals in the new 
PlayStation game. Dark Seed. 

Having already done the rounds of console world on 
various formats, it now looks like it’s the PlayStation’s turn. 
The game basically boils down to a point and click style 
adventure with plenty of creepy 
rooms to roam around and nasty 
surprises that’ll soon have you 
diving for the pillow. 

Already doing the preview tour 
in Japan, it should be over on 
these shores very soon. Look out 
for a Play Wired Up feature in a 
future issue. 





nother crackin’ new PlayStation release from 
Electronic Arts, Psychic Detective is a game with 
five hours of FMV to show off and piles of really per¬ 
plexing puzzles. All the 
video footage has been 
directed by an Emmy award¬ 
winning director so no 
expense has been spared in 
bringing the strange world 
of Eric’s mind to your next- 
gen console. 

Set inside the head of a 
guy called Eric, you’ve got to 
use all his psychic powers to 
detect the perpetrator of a 
grisly murder. Mad, bad and 
probably occasionally sad, 
we’ll tell you more on this 
freaky CD next issue. 
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The number one 
100% unofficial 


anotner massive 

X ,i1 

> t 

eompo specially 
for our readers. 

Thanks to those 
lovely people at 
Gremlin 

interactive, we’re 
giving away a 
spatting new 
Sony 16” wide¬ 
screen Trinitron TV 
and a copy of the 
awesome Loaded 
to our first prize 
winner, PLUS a music for 

copy of the gam( 
to FOUR runners 
up. Aren’t we 
great? Say ‘yes’. Bananarama 


note: The editor 
is fioal. tmpUiyr'os of 
f\tr,iwon Publishing, its 
suppliers f)r Gr<*rnlin luler.idive 
irr.iy Nfrl ontef and will fr.ive 
IIJB t(j answer to if they try. 

I he closing date [or the 
f oni[)r:tilion is Hriri.iy lOth 
f(‘tHU,iry 1006, so g,(‘t your 
onlrif's in qiiicksmnrt. All 
winnr'rs will br‘ notifierl in 
writing. A list of winners will bt 
tiv.jil.ihlr- in writing (in request 
frijiT) P.ir.jgon Puhlistring at the 

• I ‘ ^ 

al)(ive afiriress. 


incr 


Wurzels 


simply write youj answer on the 
back of a postcard or a stuck- 
down envelope, together with your 
name and address, and send it to; 


Eat Itself 


Get me Loaded! 

Play Magazine, Paragon Publishing 
Paragon House, St Peter's Road 
Bournemouth BHi 2JS 


A little 16” screen may seem small, 
but this little baby is BIG in action. You 
can watch all those lovely movies in 
cinemascope, and play games on it 
using its special 'Game Mode’. All that 
and remote control, teletext, and full- 
range stereophonic sound, this baby is 
the business! I want one! 
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OH BO'V OH 6oV! I CAN'T 

ID TR^'f OUT fA'i NeN " j 

playstation i JCTTTTTT? JtiM 


SOR^R.TTOBV Y<X)R CiTTLfe SROTHeK^ UWCHINGi 

H)s FAVOUR ire progra mme. VOU'tL HAV^^ 


I ODST BOlX^HT \T PRO^A THG 

6€STGAAAeS SHOP tt^ TH€. 

UK)»\leRSe TH6 COAAPtT« 


Tvocuie 


-TWO HOO 


HALF V> H0\ « < ATTR .. 

•mCN HAO AM 

''''C Wiki OAlkJO,'' SA^O;' L€T '5 
MeTHODlCAU^V OOUMT AU,THe 
PAISICS IMTHC AA£AOOUJ,O0€ 
^YONei" AHO SO.tHCT ALL j 

tt. F^GAIO -to GouMT..lgai 


, '7H€R€'S At^OTMFR SAlO | 
H€» 4 R.T rt€D<»eM 0 €»." 5 O THAT 
^ AAAK£.& iT i\)C thousand,A 
[ four HONORjtQ AND NII^CH 
^ Tvk)'’ . ^ANO Sin VO/, "^r 
LTH€R€'S STVLL MOReTO 0 \ 6 ‘ 


/T OO seuev€ W€'V6 LOST^ 

coumt". s\GiH€o siNKV/'k’e'o* 

R£TT6R START ALL <W€R AGAVM 


HAT BMP-lAAiAT*R£ 
L YOUOoiNa? 


YOU \)OW'T M\ND \F \ FINISH 

WATCHING Me SOAP OPERA 
t F\RSr, tX 3 yOO?^ta»5r- 


use ME TCUeVlSIONl of 
COURSE YOU CAH,S0NMY 


OH C50p. NOW I’vie gROReW the j 

TV. I WOKiOeR ^FTHAt OtO 

M€>T ixjoR'u ter Me use HeRS^ 


/WCMOR^RlNG TMc • 

PH one Roovc. fAnc 

pr^ GiVIWA (ARA 
SfV^'^HANP’ 1 


COR,THANKS 


TOO WeRENT SO WlZeweD 
ANP SA0»ei-LOOKING''O DAMN 

IkJWetL K\SS you! 


HO WORRIES, 


p... ,1 HC.Y« PRVSON AIN'T SO RAD! I'VE 


NTURveS LATCR..UM 

wneRe are weuPToT 


GOT MY PLATSTAT/ON ,ANP V CAN GCT^ 

AU THe GAMeS I UOAIOT FRDAA THe f 
COM.POT€:R e><CKANSGe OR^UeRlNG 

seRvice ~ AND THeT let me part m 


.WATT A Ml mute-THIS 

»S LAST Y€AR'S PHONE 


smith ,R 


/WE LL HAVIE ^ 
TO START AGMIH 


OKAY. 

N6XT 


'THE ccaamumai showers AReN t Gun-e 
AS MUCH fun,RUT we WON T GO IKPj 

liaTWAT R^GHt 


Call the hotline on (0171) 636 2666 to find out the price/availability of your desired item(s), 
then fill out this here form. If exchanoing games towards the price of another item, please 
attach a list of titles- indicating whicn, if any, are missing instructions, etc. 


Dear Computer Exchange 
Please send me _ 


Address 


Telephone 


Postcode 


Destruction Derby 


Mortal Kombat 3 


Motor Toon GP 


EXCHANGE 


Tekken 


Kuusm 


Warhawk 


Retail Outlets 


MAIL ORDER HOTLINE! 


Rathbone Place 

ist off Oxford St) 
ondon W1P1AD 


Loaded 


Webheads! Point 
your favourite 
browsers at our 


station Ri 

Harrow 
dx HA1 2EA 


Post completed forms 


uk/cex/ 




Computer Exchange 
32 Rathbone Place, 
London, 

W1P1AD 

or FAX us on; 
( 0171 ) 637 7898 

or, if you REALLY want 
to show off, e-mail the 
mail order dept, on: 
enquiries@cex.co.uk 


2 Rathbone Place 
London W1P 1AD 






All offors siihjoct to .ivail.ihility E&OE All Ir.uloni.uks roni.iio tho property of their respective owners ID 
re(|iiired to sell or exch.tnpe poods. Terms & conditions .iv.iil.ihle on repiiest Most credit c.ird orders 
desp.itcheil s.ime d.iy This .id = d \im.ipes\.irchive\.id21-10 qxd Produced hy The Unseen Forces of 


1 enclose a cheque 

Name 

Expiry date / / 

1 enclose a P.O. 

I'm paying by card 

Card No. 

Sianed 






Superk.iylo for Computer Exch.inqe Ltrf 
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Guide 


^^6l1 h6T6 we go again, straight into the heart of the matter. Calls 
made, CDs in, hatchets out, it’s time to take in the games. What’s 
going to be spinning on your PlayStation in ’96 then? 


Ridge Racer 
Revolution 28 

Actua Soccer 32 

Krazy Ivan 38 

Johnny 

Bazookatone 42 
Alone In 

The Dark 44 

Primal Rage 46 

Operation 
jumpgate 48 

Agile Warrior 53 

Criticom 58 

Cyberia 60 

NFL Game Day 62 

Namco 

Museum Vol 1 64 
NHL Faceoff 72 


This month we’re 
getting closer to: 

WlTtg Commander III 

Descent 

Actua Golf 


Work 

Stations 


I n Play, games are rated on looks, sounds and also value for 
money. Any game priced at more than £40 had better make 
sure it delivers big-time or we’ll want to know why not. The 
writer will also add an extra category, particular to that game. 
Some of these will be fun. some may ^ve ar^ important hint at 
a particular feature of the product rtself. 

All of these categories are marked out of ten and are 
followed by the Played score, which i$ judged entirely on how 
much fun the game is. This is rated out of 100. and breaks 
down like this: 


MoTO in“d6pth features where we chat to 
the developers and get their ideas on what’s 
gone into some of the best looking design 
projects [n progress. Only the biggest up and 
coming releases get featured here. Rrst 
screenshots, artworks and explanations ensure 
that you guys get all the gen on the next big 
thingCs) straight from the mouths that matter. 


member of the team would score 
at a$*. but the others don’t really 
feel Is worth splashing out over 
£40 on. Not so many this issue 
as last, thank god. Ryan didn’t 
speak to me hr days aRer that 
argument over F/FA '96, 


94 - 1002 “.. 

exceptional Thc/re fun, stay fiin 
and are groundbre^ng. They’re 
also marked with a coveted Play 
PLUS logo. We've only had two 
to date, and If you've seen the 
high quality of most PlayStation 
games, you'll krtow how tough 
sve are. 


First dates this 
month are: 

Magic Carpet m 
Resident Evil 
VR Pool © 
Rise of the Robots 2 


Games that are 
/ I w entertaining, 
but we don't think have lasting 
appeal OR games that are above 
average but slightly flawed. 


O w~ 9 w recommend. 
And now we've altered the 
verdict box to illustrate our 
approval, as you’ll see, These 
games are hm. lasting, decent 
value for money, but not 
necessarily hugely original 


Average games 
W f w which may 
appeal to ^ns of the genre but 
should probably be avoided by 
everyone else. 


Not good enough. 
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) This is MaH( HamiU 
looking dead moody! 

4 This is Mark not being 
able to believe his luck! 

5 Once In the control room, 
you control your destiny. 


A's flagship game of 
last year is a typical 
result of what happens 
when TWO of Ihe biggest 
eniertainmenl mediums fuse 
together to form one formidable force. 
Wfng Commdf>6^ H\ combineb your 
average space shoot *efk«up wfih ail the 
razzmatazz usually associated with 
Hollywood to form,., well, an interactive 
movie to end all others. 

By enlisting a whole host of stars into 
the mix. EA have added credibility and 
depth to a genre that could have quite 
easily ran out of rocket boosters and 
drifted silently off into the colossal void. 
This game redefines the term 
‘atmospheric' and basically plotted the 
astrologic^ chart for other games to 
^follosv.^ and it’s tin^ety >rtival is now . 

_ . imminent on 


success on the 3Dfand PC CD-ROM, 
Wing Cobvander III uses snippets of 
FMV footage to depict the iMaigaiactic 
tale of a war feging betWM humans 
and cat-like creatures called KilratNs - 
although they posses all the sinister 
menace of Bungle from RambQW on a 
bad hair day, 

^ 'feiTtome into the picture in the 
dashing form of Mark Hamill (aka Luke 
Skywalker from Star kVdr 5 ) when the 
Kilrathls snatch your girlfriend. However, 
it just so happens that you're an ace 
pilot and more than equal to the task of 
getting her back and winning the day in 
time for tea and crumpet(s)! 


Name: Wing Commander'Kl 
Publisher: Electronic Arts 
Vy^ere at: 75% 

Target release: 23rd February 


your usual 3D flying affair - become 
engaged in dog-fights. r>bliteratr> star 
destroyers and then master complex 
docking procedures. There's gertafftiy a 
lot to take in, and those who have 
already become engrossed In the 
gripping saga will tell you that games 
like this don't come along very often. 

As far as production values and 
graphics go on the PlayStation, Wing 
Commander in is pretty much in a class 
of Its own. It makes mincemeal of FA'S 
other contender. Shock Wave Assault, 
and let's face it, Total Eclipse Turbo and 
Starblade hardly induce tidal waves of 
sweat in anticipation. However, will 
arriving on the back of the 3OO and CD 
ROM versions - which have been out a 
while, hinder the games chances of 
being catapulted straight to A-ciass 
status? Maybe, maybe not, we'll decide 
for ourselves next month when we 
beam down the full review. 

Provided H doesn't get held up, ^ 
of course. 


Believe it or not, these 
furry, cute-looking cats are 
the baddies in the game. 

I The full motion video 
intro sequences really 
ooze atmosphere. 


An Equitable life 


Of course, Mark isn’t the only star to 
leiti hrs services to the project. Also 
appearing in cameo form is Malcolm 
MacDoweli, Ginger Lynn Allen (phroorl), 
and iohn Rhys Davies - you know that 
dumpy bearded bloke who shouts “indy" 
.. a lot in Raiders of 
the Lost Ark. 

You can interact with all 
of These personalities 
as the story unfolds, 
but the thick the 
action is carried 
the confines your 
starship as you fty a 
s«|^s of f^gely 

missions for 
your cause. This 
element of the game Is 


Already a 
pher>on?^id! 


PMV# 

information 
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Pick your 
target and let 
rip, just make 
sure it isn’t one 
of your own 
crafts first! 

Engaging in 
complex 
docking 
procedures are 
a necessity I’m 
afraid. 







J 
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new trend has begun, and as a result, software big-wigs are falling over 
hemselves trying to sign up Hollywood starlets to put in an appearance 
in their latest interactive movie. Think about it, we’ve had Dennis Hopper, 
Christopher Walken, Tia Carrere, Erika Eleniak, Yasmine Bleeth, Grace Jones, 
Stephanie Seymour and loads of others. Alright so some of the names 
dropped here may be more famous than others, but the fact remains... Cyber 
Hollywood has arrived! 

Wing Commander III also features several renowned names from the biz, and 
so Play have brought you this special cut out and keep guide to who’s who. 






j 



Mark Hamill 

Mark tops the bill in the starring role as the 
stubbled, husky Colonel Blair - the player’s 
alter ego. No stranger to Sci-fi antics, Mark is 
best remembered for his role of Luke 
Skywalker in the legendary Star Wars trilogy. 
However, perhaps only now remembered by 
the great man himself, fame came callin’ for 
Mark long before the evil Empire decided to 
take over the galaxy. Mention ‘General Hospitar to his face and Mark will 
probably go white as a sheet and ignore you - for it was in this tacky US 
soap opera that young Skywalker first tried his acting talents alongside the 
incredibly youthful and impressionable Tia Carrere. Schwing! Mark has also 
appeared in Slipstream, an episode of SeaQuest DSV, and will star in a 
remake of the chiller classic Village of the Damned, out next year. 

Malcolm MacDowell 

Stepping into the moody shoes of Commander 
Tolwyn is this talented thespian chappie who 
has literally an army of credits to his name. 

Malcolm’s most recent roles have been in 
blockbuster movies such as Star Trek: 

Generations and Tank Girl, but his career 
spans way back to such films as If, Cat People 
and most notorious of all. Clockwork Orange. 

Malcolm is now working on a real life version of the animated Manga classic. 
Fist of the North Star. 

John Rhys Davis 

Instantly recognisable for his tubby waistline, 
curly black locks and beard, John has had bit- 
parts in loads of films since his career started 
back in 1970. His first acting role was in an iffy 
Adam Faith series called Budgie - in which he 
played some goon called Laughing Spam 
Fritter, ahem! Thankfully, fate has been a lot 
kinder to John since, hence roles in popular 
films such as Raiders of the Lost Ark, The Untouchables, The Living 
Daylights, and Indiana Jones and the Last Crusade. 

Ginger Lynn Allen 

Fwooer! Bark, down boy etc. Stepping into the 
oily overalls of Sally the flight mechanic is 
Ginger Lynn Allen - who, for the slightly older, 
hairy-palmed contingent is perhaps best 
known for stepping OUT of her clothes. Yes, 
our Ginger was in fact a hard-core porn star in 
films such as New Wave Hookers and Blame it 
on Ginger alongside super stud, Randy 
Spears... but we’ve never actually seen any of 
these, errmm, films, cough! 

However, in recent years. Ginger has made a name for herself in more 
mainstream films such as Young Guns II and Bound and Gagged: A Love 
Story. Which isn’t a porn film, honest. 
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Name: Descent 
Publisher: Interplay 
Where at: 85% 
n Target release: March 


1 This boy in blue is 
seeking your help, so fly 
over and save his butt! 
i. Go through these doors 
and you’ll be shocked with 
what’s behind them! 



et’s not make too 
many references to 
Doom here - Descent 


space station, reveals that a huge mining 
operation belonging to Mineral 
Corporation has been taken over by 


is a stand alone original hordes of robots. This is where you 


game that contains many 
original features. Descent takes the 
perspective and all out shooting action 
of Doom, but adds a kind of spaceship 

that the player 


come in! Armed with countless weapons 
and piloting the latest spaceship 
(conveniently big enough to fly down 
narrow tunnels), it’s your job to infiltrate 
the mining station and destroy the 



1 


operates, armed to the marauding robots. As well as the robots 


hilt with weapons. 

A neat introduction, 
which shows two 
chaps having a 

conversation on board spreadfire cannons. Your ship’s weapons 


which have to be destroyed. Descent 
features hostages to be rescued and 
weapons to collect, such as a Vulcan 
Cannon, heat-seeking missiles and 


a seemingly massive 


'' 41 



2 


systems can be recharged by collecting 
energy boosts, and there is an energy 
zone which can be flown through to 
recharge your ship’s lost power. Each 
level is full of locked doors which can 
only be opened with colour coded keys. 
These must be opened so that you can 
reach and destroy a fusion reactor. Once 
this has been destroyed, you get a 


You never know what could be round the 
next corner, and it’s this sort of feeling 
that Descent portrays that, if they get it 
right, could just give it the edge over 
certain other 3D shooting games. 
Thankfully, a map has been provided, 
which displays the areas that you have 
visited and it rotates in full 3D too. A 
bit pointless, some might say, but it 
seems to serve a valid purpose. From 
what we’ve seen of the levels. Descent 
has an atmosphere all of its own, which 
could be described as something out of 
the Alien Trilogy films. The graphics. 


limited time in which to escape from the although dark and ’’claustrophobic”, are 


mine station before it blows sky high. A 
good knowledge of the layout of the 


looking undeniably like a class act and 
everything moves smoothly. The intro, for 


stage is essential here, as you get about what it’s worth, is also a model class- 


50 seconds to find the exit. 

Level headed 

On first impressions, the levels are 
looking quite complex with long, dark 
tunnels hiding all sorts of enemy robots 


looker, somewhat reminiscent of the 
graphics in Cyberia. 

What will Descent sound like? Well, it 
will have full surround sound, and you’ll 
be able to hear those robots before they 
even appear round a corner. Clever eh? 





here’s no better way to explain your mission than by 
showing it happen through a dark, atmospheric intro. 
Set on a huge space station, your superior explains to 
you just what is going on, while you sit back drinking a 
steaming mug of, er, coffee. This is typical of the style of 
introduction sequences that we’ve come to expect from 
the PlayStation. Here, you are shown the cockpit of your 
ship, and a monitor displays all the types of robots to be 
encountered. After that, begin your descent onto the 
planet You’re on your own now! 


"i 
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3 These robots will kill you if 
you don’t blast them first! 

4 You’ve shot an enemy and 
he’s blown to bits, nice job! 

5 More big bangs in Descent 
and the person behind this 
craft seems to be doing well 

6 Famous last words eh? Your 
ship has sadly been shot 
down. Looks like you’re gonna 


7 Quick, turn around and flee. 




7 
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There will also be five difficulty levels, scarey tension the further you progress 

ranging from Trainee, Rookie and Insane, into the game. Those who like their 


so it shouldn’t be that easy to get 


games to be atmospheric and tough as 


through. What makes Descent stand out well, would be well advised to start 
from other games of this genre is that it checking their bank accounts for a spare 


8 Don’t just stare at the ground. There’s lots to be found and things to 
shoot. It’s your chance to be the ultimate warrior. 

9 In this lava filled section of the level you’re required to destroy 
everything and there’s also some pick-ups on a ledge below! 


features full 360 degree rotational 


£40 as it has certainly made a 



movement. In other words, you will have favourable first impression here 
full control over your ship, and it can be at Play. 
flown at any angle. It can 
also be buzzed around upside 
down (though we’re not quite 
sure why). The ship can be 
moved quickly or can sneak 
along. By pressing one of the 
buttons, it can side step and 
peer around corners, which 
greatly reduces the risk of 
getting shot. 

Presently, Descent is 
looking promising and we’ve 
got no complaints at all. Even 
with some work to do, the 
controls are responsive and 
there’s a genuine increase in 
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1 The path is set for a nifty little chip onto the 
green... keep it in the red and you’ll be clear. 

Z To get this one on target you’ll have to curl it 
round the high branch and chip the bird’s nest 





information 




Name: Actua Golf 
Publisher: Gremlin Interactive 
Where at: 90% complete 

Target release: February 
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olf. It’s far too 
tempting to leave it 
at that really. Y’know, 
golf, gee that’s exciting, 
to do so would be 
missing the point. It may not be the 
most instantly gratifying video game 



Short of being on an 
actual golf course with 
an actual driver, 

wedge or putter in your hand, I suppose 

Candi d camera 

Featuring two specially designed courses 


genre in the world, but it does make for (as opposed to the digital reworking of 






a decent single or multi-player 
experience in a kind of post-club chill 
out sort of way. (If you’ll excuse the 
pun). And good golf games are not only 
enjoyable, but have always sold well in 
the past whereas bad games really do 


‘name’ venues used in many games) 
Actua Golfls a braggart’s delight. 

See, once you’ve played your shot you 
can set up a camera angle from 
practically anywhere on the hole layout 
to track the ball’s flight, and even set up 


stink. So there must be a way of sorting three cameras at once to watch multi- 


3 Don’t always rely on the default clubs to get you to the green 

4 Crack! I do hope that helicopter cam is insured. 

5 Onto the next hole and what taxing hazards await us? 


out the Faldos from the hackers. 

To date, we have EA’s splendid PGA 
Tour ’96 to play with, but there is room 
for improvement. Heading our way later 


view replays. The same process is 
utilised for lining up shots too. You can 
take a camera choice and wander up the 
course to check out your target area, or 


this year is Gremlin’s Actua Golf, the next a green, or to decide just what is the 


in the firm’s Actua series following on 
from the stunning Actua Soccer 
(cunningly previewed for you, later this 
issue). It looks like being more of a 
scratch player than a Sunday afternoon 

stroller. 

The firm has 

again been 



best angle to come in at the hole from. 

As well as the usual stroke play 
option, i.e. get round in as few shots as 
possible, the game includes match play, 
foursome, fourball and skins options. But 
then, so does every golf game worth its 
salt. It also allows you to play either as 
an amateur or professional, which means 


beavering away you can start off with a high handicap 
in its £250,000 and enjoy the satisfaction of knocking it 


motion-capture 
studio to 
perfect the 
animation, and 
promises “real 
driving, real 
chipping and 
real putting.’’ 


down to scratch, providing you find it 
difficult enough to actually need a 
handicap, of course. 

At the moment, Actua Golf seems to 
do nothing wrong, without really getting 
you massively enthusiastic about it 
either. Mind you, watching a bloke swing 
a club isn’t exactly as adrenaline-fuelling 
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6 With a decent tee shot lying on the fairway, he 
shouldn’t have much trouble hitting the green from 
out here. 

7 Long distance camera views look pretty, but are a 
bit naff for getting good results. 

8 The grid displays a rather bumpy green. 


as coming face-to-screen with a Hell 
Baron for the first time. 

At this late stage in development it 
certainly looks the part, and the control 
system (nothing too innovative, golf 
aficionados won’t be too surprised to 
hear) is simple enough, the greens 
behave like they’re supposed to, no mad 
variations or, even worse, straight-rolling 
marble effect here. There’s even a 
sarcastic commentary from that bloke 
who does the co-commentary with Peter 
Allis on the BBC. 

PGA Tour is a tough act for Actua to 
follow, and it’ll be an interesting contest 
between the duo once we get the final 
version in. Then, we can see how it 
stands up after it’s been through 
the CD mangle that is the Play 
Evaluation Station. 
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9 Multiple camera angles should 
put you clearly in the picture, 
to Oops! Landed one in the 
bunker have we? 

It When water is in the frame, 
it’s best to hit too long rather 
than too short 

12 That’s the way to do it! 

13 A moderately easy putt, and it 
looks like he’s going to get it 
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information 




Design team: Bullfrog/Krisalis 
Team leader: Sean Cooper 
Where at: 75% 

Target release: March 31st 
Publisher: EA/Bullfrog 



Castles form the basis 
of your domain, protect 
them from harm so you 
can continue to collect 



It wowed games 
journos, it won 
loads of industry 
and magazine 
awards. 

Magic 
Carpet only sold to 
those with turbo¬ 
nutter bastard spec 
Pentiums. Everyone 
else just sulked 
that it wouldn’t run 


properly. 




Hang 


on 


n 


9 


says Ian 


agic Carpet was a 
rare thing indeed, a 
game ahead of its 
time. Released on PC 
CD-ROM in late ’94 it 
not only allowed Bullfrog to 
just about get away with the claim that 



Lynch, "that won’t it created a new genre, ‘the arcade 

be a problem with 
the power of 

PlayStation. If they game which simply wouldn’t run on 

get the conversion 
right, it’ll be 


action world sim’, but the technology- 
blinded designers simply got carried 
away with the extra effects the Pentium 
chip afforded them. They produced a 


mana and grow in power. blinding! 


»» 



normal machines to the high levels a 
hype-fed public expected it too. Result: 
fairly good sales, but not the 
blockbuster expected by all parties. 

Of course, the PlayStation has solved 
all this. One console runs all, you don’t 
have to worry about whether your 
machine is as powerful as that of the 
designers, they have to meet your 
requirements. And it’s more than 
powerful enough to cope with the strain 


mana, which has been scattered around 
the landscape. Laden with mana, these 
wizards can take control over the 
devastated world, lording it over their 
rivals and re-generating the planet. 

Oops, did I say seven wizards? I 
meant eight. Riding the carpet of 
sorcerer number eight is where you come 
in. Actually, you’re an apprentice 
magician, not the full monte just yet, but 
thanks to the death of your boss, it’s 
been left for you to take on the 
challenge. 

Each of the 75 levels (25 more than 
on the PC, by the way), features a 
collection of crazed, mutated creatures, 
both real and mystical. They’re also 
hungry for mana too, in fact, they’re so 
driven by their need they’ll take out 
anything in their way, especially 
apprentice wizards on carpets. Dotted 
around the landscape and in the sky are 
things that resemble apes, bees, carbs, 
dragons, emus (with archers on their 


of running a full version of Magic Carpet back), genies, griffins, a kraken. 


(the Saturn version doesn’t have 
everything in it by the way, but more of 
that later). And the result, although not 
quite yet finished, looks like being a 
game with no present comparison on 
PlayStation - an involved, imaginative, 
lateral-thinking 3D combat flight sim, on 
a carpet. 

A mystical tale 

The game is based in an imaginary 
world torn asunder by an explosion of 
magical energy, leaving seven wizards 
bent on reclaiming the energy, called 


skeletons, trolls, vultures, worms and, 
the worst of the lot, wyverns. And don’t 
forget, you’ve seven opponents all intent 
on beating your carpet once and for all. 

On your side, are the powers of 
sorcery - well, eventually they are. In all, 
there are 25 spells available in the Magic 
Carpet universe but you start off with 
absolutely zilch. Saying that, either a 
mana-collecting possess spell or fireball 
spell should be close at hand when you 
start. It’s not much though, is it? 

Once you begin flying around, 
however, you’ll be able to find fireball. 
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rapid fireball, lightning bolt, meteor, 
homing meteor, wall of fire, lightning 
storm, crater, earthquake, volcano and The mix of wizardry, flight, action and 
‘global death’ spells to fight with. As well strategy makes for a compelling game 
as the Rambo element, constructive and scenario, and one that 


evasion spells can also be acquired. 

You can create a castle (to store all 
your mana and give you a base), raise 


should make a 
brilliant finished 
release. Never 




an undead army (to keep enemy wizards one to miss the 

busy), heal yourself, accelerate forwards, chance of getting 

accelerate backwards (get out of trouble out of the office, I sat down with the 


very, very quickly), cast a shield spell, 
use a mana magnet (gathers all the 
mana around into one large ball so it’s 
easier to pick up), become invisible. 


Bullfrog boys to chat about the 
development of Magic Carpet. 

Play: Where did the original idea for 


deflect incoming fire spells back towards Magic Carpet come from? 


•v‘ 

< 1 ^ 




your aggressor, steal another wizard’s 
mana and also teleport back to your 
castle. Should you be feeling powerful 
enough, you can even force another 


Glenn Corpses (head of research and 
development): We already had a game 
engine where you could fly around the 
landscape but no actual ‘game’ to go with 




wizard to fight to the death, locking him it. It was Peter Molyneux’s (founder of 
into your area unless he has an 
accelerate spell in his armoury. 
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Glenn: It 

was a whole 
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to create 
controls and 





mmiu 


ate as many 






worlds as we needed. The shape of the 
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Play: What ideas did you want it 


to include? 


Sean Cooper (producer): The main idea 
was that we recreate the sensation of 
flying, but no one at Bullfrog wanted to 
do a flight simulator. We hated the fact 


worm was controiieo oy a program i 
wrote, the first version of a fractal 
landscape generator. The landscape 
generator then gave me the test data for 
the actual game engine, the 
programming routines which basically 
control what happens on screen. I then 


that they require the user to read a large spent my time rewriting the map 


manual and press virtually every key on 


generator and graphic engine, constantly 


the keyboard before they even reach take enhancing it. I spent about a year 


off stage. We wanted a game where you 
could just get on and fly. Besides the 
feeling of flight, we wanted to include 
complete freedom within the world. In 


honing the map generator and engine. 
Sean: In terms of implementing ideas, 
we just put them in and played them. I 
should say that from about four months 


Magic Carpet can fly where you want before the game was completed we were 


- there are no linear patterns you have 
to follow. 


all playing it at Bullfrog. Sometimes 
ideas would be taken out, sometimes 



We also wanted the game to be fast and someone would come up with a better 


furious with a quickness of response. 
As it is, the final version will react 
instantly to your commands. 


way of doing something and occasionally 
we got it right first time! 


there is no stopping to change Play: What new features did you have to 


gears or go into reverse! 



Play: Did this require 
designing a whole new 
engine, new routines, or 
could you adapt your 
existing library routines? 
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A Wizards! 
That’s you that 
is. A death¬ 
dealing, turban 
-wearing, 
shagpile rider 
from hell. 

^ Beware 
nasty flying 
things that 
breathe fire. 
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work on which Bullfrog hadn’t done 
before? 

Sean: Magic Carpet was a bit of a 
departure for Bullfrog in genre terms in 
that it was the first ever arcade action 
world sim. 

Glenn: It was our first 3D game and the 
first Bullfrog program to use texture 
mapping and gouraud shading. Other 
technological firsts included translucency 
effects and reflections. It also includes 
stereo graphic modes without them 
being the whole point of the game. 
Some of the features of the game, like 
reflections and shadows, required a very 
fast and expensive PC to be used. The 
sky was just a flat surface and it would 
have been nice if the PCs were powerful 
enough to have displayed it more 
realistically. Most PC owners turned off 
the shadows and reflections... 

Play: Are all the reflections going to be 
included in the PlayStation and Saturn 
conversions? 


Glen: I was waiting for that. The 
reflections and gouraud shading will only 
be seen on the PlayStation. 

Play: Does the PlayStation version run 
in the machine’s low or hi-resolution 
mode? 

Glenn: Low-res, because the PlayStation 
does not have enough video RAM to run 
a game with as much graphics as Magic 
Carpet in Hi-res. 

Play: What is the target frame rate for 
the final version? 

Glenn: We want to get it running at 20 
frames a second, and so far we’re on 
target for that! 

Play: How does this shape up against 
the PC game? What PC would you need 
to run the game at the same speed in 
much the same res as the PlayStation 
version? Or, indeed, is it faster than any 
PC? 

Glenn: It’s faster than a Pentium 90 with 
an average graphics card. The Pentium 
version is only 256 colours while the 
PlayStation version is in 32,768 colours. 
The PC screen is 320X200 while 
PlayStation is 320X240 and so this 
makes it more of a hi-resolution than on 
PC. 

Play: The PlayStation has seriously good 
sound capabilities, have you changed 
the sound FX and tunes? If so, how? 
Sean: Yes, you’re right, the sound 
capabilities are great on a PlayStation 
and for this reason the music is spooled 
off CD instead of midi files which makes 
a huge difference to the audio quality. 

Play: The original game was pretty 
difficult, and the extra levels really 
difficult. Have you decided to alter this 
on PlayStation? 

Sean: Yes, we have tweaked the 
difficulty level so that the game is a bit 
easier but that doesn’t mean it’s a 
walkover, you’ll still have to be pretty 
good to finish this game. 

Play: How does using the joypad instead 
of the mouse or keyboard affect control? 
Glenn: We experienced massive problems 
making the PC version work on a joypad 
due to the fact that the game had a 
mouse as the controller and the PC 
version has only four buttons. The 
PlayStation joypad has so many extra 
buttons that we could get every control 
in it - in a far more user friendly way. 

Play: How do the extra 25 levels fit in - 
do they add on to the end of the 
original, or are they spread throughout 
the game? 

Sean: The extra 25 levels will all appear 
at the end of the game. The story line of 
the game makes it impossible for this to 
be any other way. 
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Play: Did some elements of the original 


The lOOZth 


design slip over into Magic Carpet 2I 


Sean: The real element that has slipped 


over into Magic Carpet 2 was the code. 


Arabian night 




Retrospectively, we came up with some 


new ways of changing the gameplay so 



0 add to the 1001 in the book. 


you understand. Anyone 


that it was more strategy based but 


suffering from post-Aladdin blues 


should say that this all happened once 


after last year’s film will love the 


we had completed Magic Carpet. 


story in the Magic Carpet intro. 


Glenn: Because of the changing 


fashions in games when 


Magic Carpet was released, 


the trend was for 



simplicity and playability. 


For this reason, a lot of 





more complex strategy 



elements were left out 


as they weren’t what we 






thought gamers wanted 


at the time. A lot of those 



aspects were included in 








Magic Carpet 2, which 


makes it a very different 



game. 


Play: Have any elements of Magic Carpet 2 


been added into PlayStation Magic Carpet? 


Sean: So far we have not included any 








aspects of Magic Carpet 2 in this 



version, but we still have time to do this 



if we want. There is, of course, one extra 








spell - the homing meteor, which 


appears during the hidden worlds final 


"1£3SsEi'WffT4"-.-, 


levels. 


Glenn: I think I’ve already mentioned 


some of the extra features that the 


PlayStation has in technical terms, but I 


should mention that the sky is much 


more realistic on the PlayStation 


version. 


Play: Thanks guys 











Executive producer - Peter Molyneux 


Producer - Sean Cooper 


Assistant producer - Andy Nuttall 


Graphic artist - Fin McGechie 


Music & FX - Russell Shaw 



Engine programmer - Glenn Corpse 


PlayStation conversion team 
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We’re not 
talking 
evolution, 
this is 

revolution. 

A revolution 
in racing. 
Forget the 
rest, 
there’s a 
new best. 
Slick-shift 
Asam 

buckies up, 
and 

wheelspins 
into action 
with the 
new racing 
Rex. 



K 


Dft 


n Publisher: Namco (import 

rj Customer support: n A 
n Expected price: £74.99 
Ij Expected when: Out now 


V 


ony released the 
PlayStation to an 
eager and incredibly 
willing audience. With 
Namco signed up as one of 
the main suppliers of sexy super console 
software, Sony really showed what their 
grey baby could do 
with the PlayStation 
version of Ridge 
Racer. Nearly. Don’t 
get me wrong. 

Ridge Racer is an | 
absolutely superb 
game, very playable 
and incredibly fast, 
but it has its flaws. 

Graphic slowdown, 
dodgy horizon 
clipping and the M 

lack of a link-up 

option didn’t detract I w 

from the playability 
- too much at least - but the game 
always felt like a bit of a rush job. 
Luckily, Namco have now set the record 
straight. 

Ridge Racer Revolution is the game 
Ridge Racer should have been. And 
this game’s a revelation as 
much as a revolution. The 
game ooooozes pure 
PlayStation power, 
and really shows 
what our wonder 
machine is 


rev 


sequel. Before you all get carried away, 
this game is not Rave Racer, Namco’s 
latest arcade smash, but rather a step 
in-between to keep all you punters 
happy. And happy-material it certainly is. 

Ridge Racer 

unfortunately still 
has only one track, 

difficulty 

this time, the 
- a variety in route and 

I I 1 scenery is 


lA \ I 1 I absolutely 

breathtaking. Apart 

from the stunning visuals, all of which 
flow along incredibly 


smootnly v;ith no 


slowdown, the tracks are 
devious little buggers. 






with some incredibly challenging 
sections to negotiate. It’s sure to take 
even the most adept racing fiends a 
good long while to perfect some of the 
sharp corners and narrow strips on this 
course! 

Like the original, these courses are 
played backwards when you complete 
the first three variants, but unlike the 
original, there are a couple of new 
players in Revolution. The first is very 
simply the Angel car. Where the black 

b 

Devil car took the piss in Ridge Racer d j 
caning it past you in Time Trial, in 
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capable of. Just 
about all the 
criticisms that 
were levelled at 
their first race'" 
have been 
addressed in t^": 
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A. Bored with the computer? Get a (ink-up 
cable and get down to some hi-speed sparring. 
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Twisty, turny, and devilishly hard, the track in RRR will 
certainly challenge the most hardened race maestros. 

' The rear view mirror is an indispensable add-on. 


allowing you to block any cars trying to overtake. 
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amco’s commitment to the PlayStation 
even goes as far as designing their 
own special joypad called the NeGcon. 
This ingenious device is special. It was 


Ridge Racer Revolution allows some very 
precise car control. 

On the top of the unit there are two 
more stroked buttons, left and right. 


designed to fill the gap in control systems which can also detect how much you 


A 


» .1 




I'! 

1 . 
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for racing or driving games. Anyone that 
has played a racing game on the normal 
PlayStation pad will know that it’s not the 
best thing to drive around with, so 
thankfully, Namco came up with what we 
call the ‘Twisty Thing*. 

The NeGcon has a standard D-pad on 
the left, with four buttons on the right 
hand side. Two of the buttons are stroked 
(the red ones). This means that the 
PlayStation can tell how much you are 
pressing them, so, for example assigning 
the accelerator and brake to them in 


press ’em. The main feature, though is 
the hinge in the middle. This wondrous 
device allows you to directly control the 
car’s steering wheel, just as you would in 
real life. Twist It a little towards the left 
and the car veers. Turn it hard and the 
car responds just as you would expect. 
The Twisty Thing is pure heaven for 
avid console racers. 

Unfortunately, the device isn’t available 
over here in the UK, at least officially. If 
you want one though, many shops 
advertising import games like Revolution 


may have some imported stocics. So far, 
the games I’ve tested with it that work are 
Ridge Racer, Wipeout, Destruction Derby 
and of course Ridge Racer Revolution. If 
you have any of these, and are serious 
about driving games. Buy it. 


you’ll love it. 
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▲ If you thought the 
black Devil car was ’ard, 
check out this guy! You 


Revolution there is a spanking 
new white Angel car that does 

exactly the same. Cheers. 

But more importantly there is 
another new player, a human 
one. Yes, Revolution has a 
link-up option, so finally you 
can challenge a friend with 
another PlayStation to the 
ultimate in red raw racing. It’s 
this link-up option that was 
the most sorely missed 
feature from Ridge Racer, but thank your 
lucky stars it’s here now. ‘Cos it’s good. 
Bloody good. There’s nothing like 


have to be a real expert to challenging a mate to a blasting session 
beat this Angel. ^ head-to-head. And that rear¬ 

view mirror is bliss! Nobody’s getting 
past me! 

There’s more. Despite the original 
sound score being pretty damn fine, 
Namco have even shifted the sonics up a 
gear with a handful of new tunes to 
complement the existing lot, all perfectly 
matched to the driving frenzy that 
Revolution is in itself, just make sure you 
bang up that hi-fi - it’s worth it. 

On the whole. Ridge Racer Revolution 
is a corker of a game. There is very little 
wrong with it. I could be finickety and 
grumble slightly at the fact that there is 
still only one track, but then again, it is 
a good track with good variations (And 
that makes it alright, does it? - Finickety 
Ed.) The graphics don’t quite feel as fast 
as Ridge Racer’s, but then again they are 
smoother, and the game flows along at a 
superb rate. 

So what can I grumble at? There’s 
gotta be something wrong. I could moan 
at the length of time it 
seems to take an import 
game to appear on PAL 
machines... but I guess 
that’s another story. 

Bugger it! Ridge Racer 
Revolution is a damn fine 
game. If you haven’t got 
Ridge Racer, buy it. If you 
have, then buy it anyway! 

It’s a shame you can’t What the hell! Buy another 

see these images moving Playstation and two 
’cos the graphics flow 

incredibly smoothly. Get ,,, , ,, 

.,jt j u I with yourself! There! I ve 

hold of a copy and check . .' 

it out for yourself! Now! 



-4 As with the 
original, Ridge Racer 
Revolution teaches 
you how to drive the 
wrong way. 


T The cars you can 
choose from are pretty 
much the same as 
Ridge Racer’s 
selection. Maybe you 
can find some more... 
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CONTROLLER WITH 
AUTO-FIRE AND SLO-MO 



STOCK 


FREE EIGHT BUFTOI 
PROGRAMMABLE 
CONTROLLER 


CD WALLET 

14.99 

48 CAPACITY. 
STORES CD’S 
NEATLY AND 
SAFELY 


AZCOM 

STORAGE 

SYSTEM 

24.99 

BLACK, 40 CD 
CAPACITY 




PLAYSTATION PERIPHERALS 


ASCII CONTROLLER..19.99 

FOR PLAYSTATION 


G-FORCE COMMANDER 
SUPER JOYPAD 

16.99 

FOR PLAYSTATION. NEW 8 FIRE BUTTON DESIGN, 
6 INDIVIDUAL AUTO AND TURBO FIRE SELECTORS 

AND 2 METRE CABLE 


FIRE INFRA-RED 
JOYPAD SYSTEM 
FOR SONY 
PLAYSTATION 
32.99 


INCLUDES 2 JOYPADS AND A RECEIVER BOX WITH A 
RECEPTION RANGE OF UP TO 18 METRES. TURBO 
FIRE AND THUMB CONTROLLER. EXTRA LOW 
POWER CONSUMPTION FOR LONGER BATTERY LIFE. 
REQUIRES 4 X AAA BATTERIES (NOT INCLUDED) 


SONY CONTROLLER 

28.99 

FOR PLAYSTATION 




PS PROPAD 
CONTROLLER ... 21.99 

FOR PLAYSTATION. 

8 BUTTON PROGRAMMABLE 
CONTROLLER WITH AUTO 
FIRE AND SLOW MOTION 


SONY MOUSE ... 29.99 

FOR PLAYSTATION COMPLETE 
WITH DESIGNER MOUSE MAT 

LINK CABLE FOR PLAYSTATION 

ALLOWS TWO PLAYERS, EACH 
WITH THEIR OWN PLAYSTATION 
AND TV TO PLAY EACH OTHER , 


19.99 


SCART LEAD - PLAYSTATION 

COMPOSITE OUTPUT . 

SCART LEAD - PLAYSTATION 

HIGH QUALITY FROM RBG OUTPUT • . 

SONY SMART CARD 

ALLOWS LOADING & SAVING OF GAME DATA 24.99 


9.99 


24.99 






HEAVY dlsceunts HUGE range 

lOam to Spin Daily 

01279 600204 

Fox 01279 726842 
(well fax back to confirm) 

Regular Competitions 

Great Prixes to be Won 
See the Club Magoxine 




r 




WWW. 





re8erve.co 

*7Ae SfLeoicU Re6.e^4Ae 

CluL 





NOKIA 14 ” SCART 


NiCAM digital stereo television ... 214.99 


}" WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 

I MEMBERSHIP FEES UK EC WORLD 

jOMffrEAR U.OO £8.00 £10.00 

I Each issue of club magazine includes £15 of new XS Savers. Members are under no 
I obligation. All prices include VAT and carriage to MOST UK mainland addresses. 

I Overseas orders must be paid by credit card 

I Hardware items {battery or mains) are only supplied to the UK mainland 
, Overseas surcharge £2.00 per software item or 25% on other items 

I - RUDE 

I (BLOCK CAPITALS please) 

I Name & Address _ 



Postcode 


Phone No 


Machine 


Enter membership number (if applicable) or 

NEW MEIIBERSHiP 



item 



item 


item 


Please use this box to add any optional fast delivery charge 
1st Class Post 50p per posted item or £3 hardware 

ALL PRICES INCLUDE UK POSTAGE A VAT 

Cheque/P.O./Creditcharge/Mastercard/SwitchA/isa 


CREDIT CARD 
EXPIRY DATE 


SIGNATURE 


SWITCH 
(ISSUE NO 


Mail Order address. Cheques payable to: 

SPECIAL RESERVE 

P.O. BOX 847, HARLOW, ESSEX, CM2I 9PH 

Inevitably some games listed may not yet be available. Please phone to check availability. 

Prices may change without prior notification. Sent to press 15.12.95 E .& O.E. 

SAVE = Saving off full retail price. Inter-Mediates Ltd, The Meltings, Sawbridgeworth, Herts 
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PlayStation, Sega Saturn, 


Mega Drive, 32x 

SNES, 3DO, 

& Others 

Tel / Fax 
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Console Exchange 
ig Street, Inverness IV3 5PX 

Business Hours open 10-6pm Mon+Tues 

12-5pni Wed 
10-6pm Thurs-Sat 

12-4pm Sun 




MSA 


Out of Business hours Tel 0344 95958 




LATEST JAPANESE GAMES 
NEW IMPORTS - COOL! 
WEB SITE INFO AVAILABLE 


Ridge Racer Revolution. 

Toshinden 2. 

Kileak the Blood 2. 

Dragon Ball Z Ultimate Battle 22 .... 

New lapan ProWrestling . 

3x3 eyes (2 disks). 

Battle under the Sea- in the Hunt... 

I League Soccer Prime Goal EX. 

Kings Field 2. 

Space Griffon VF 9 . 

Philosoma . 

Hyper Formation Soccer. 

Detana Twin Bee Deluxe Yaho . 

Powerful Pro Base Ball . 

Gundam. 

Gunners Heaven . 

Space Animal Furoponkun P . 

Gokudensetsu Magic Beast Warriors 

Cosmic Racing . 

Twin Goddess . 

Aquanauts Holiday . 

j League Winning 11. 

Philosoma . 

Zero Divide. 

Night Striker. 

Gokeitsuji Family 2. 

Stahifeder. 

Makeruna Makendo 2 . 

The Firemen 2 Pete £ Dannie. 

NINKU . 

PD Ultraman Invader. 

Gun Bird . 

Carnage Heart. 

Robo-Pit. 

Tsuutenkaku. 

Reverthion . 

Floating Runner. 

Horned Owl . 

Tekken II . 

Dark Stalkers. 


Racing.€59 I - ., • 

Action.€59 1 ;;^ J R/Di 

Shooting .E69 I _ i j 

Action.€69 Coi . / , , , 

Sports.t 69 f Al 

Adventure .... E89 

Shooting .€69 IfYj ^ " 

Sports. 469 Ef 1 — 

RPC .€69 15 ' ^ 

RPC .€69 Ka ,, ^ 

Shooting.€69 14 ^ 

Sports.€69 

Shooting .€69 

Sports.€69 Gokeitsuji Family 2 

Action.€79 

Action.€69 

Puzzle.€69 

Fight.€69 

Racing .€79 

Fight.€89 

Adventure .... €79 

Sports.€69 

Shooting .€69 

Fight.€69 

Shooting .€69 

Fight Action .. €69 

Shooting .€69 

Action.€69 

Action/Fight.. €69 

Action.€69 

Shooting .€59 

Shooting .€69 

Robot Sim.€79 

Action.€69 

Shooting .€69 

Action.€69 

Action.€69 

Shooting .€69 

Action/Fight., call 
Action/Fight., call 


Battle under the Sea- in the Hunt 


IMTME HUNT 


^ CREDIT CARD TELEPHONE ORDERS : 0181 699 2199 

Or send Cheque to: Otaku Publishing Ltd. P.O. Box 9573 London SE23 3ZF 

Or Fax: 0181 699 5275 • All Prices includes Delivery £ VAT. Allow 14 days for delivery. 
Note: Packaging is in japanese! - NO English! • May require adaptor/convertor/cable 
INFO: Web: http://www.otaku.coTn - Email: 100564.i477a>compuscrvc.com 
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Publisher: Gremlin Interactive 
Customer support: 0114 -vs ^4 ’; 
Expected price: £4/4.99 
Expected when: Out now 
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The wait is definitely now over 
welcome to the next generation of 
football games. Post-Christmas arrival 
ctua Soccer has steamed in to 

ate the opposition. Ryan Butt 

eve his eyes. The crowd 
e monitor goes wild. 


ewind. The following 

1 I 

is taken from my 


but I n('V(‘r (‘xpru tc'd it to hc' 
<uiywh(*r(‘ rusir as p,rouiKlbr(Mkinp, iV 


review of Striker ’90 in this... it at all. 


the first issue of Play. 

“After playing Striker 'p6 
solidly for days on end I got the 
impression that it’s going to take 
something pretty damn spectacular to 
tarnish its reputation.” Well, it’s here, 
and it’s called Actun Soccer. 

Blown away! That’s the only way to 
describe my state of mind after belting 
around Gremlin Interactive’s virtual-type 
stadium for 90 minutes. Of course, in 
reality it was far longer than 90 minutes, 
90 hours more like. I was, putting it 
quite simply, hoo. 


And why not? 



game nicks the 



► He chips the 
ball over the 
wall and 
towards the 
near post 


balls from FIFA *96, Striker *96 and Gori/ 
Storm, and bursts them all in one foul 
swoop. Isn’t this always the case with 
football games on new machines? You 
play one, sing its undying praises, and 
then a couple of months later, 
something else comes along that 
completely thrashes it into submission. I 
always thought Actua Soccer might be 


A(tii() Sorrer Micks you in by (]<i//ling, 
you with ifurc'clibly fluid, motion 
captured grapliics, and thcai wfien you’re' 
Udt reeding and rubbing your ('y('s in 
«ima/(‘ment, it t)0()ts ycju intc) toudi willi 
higtily eng,iging and rock solid gam(‘()lay 
that is by f/ir tfu' most accurate 
dc'pirticm of tfu' rc'^il s[)(jrt this rc'vic'wc'r 
h<is c'vc'r s.c'C'n. 

Thc' dangc'r is that if you instantly 
lovc' a game' from thc' st<irt, ch.mrc's arc* 
ycuj’ll bc' uttc'rly sic k c)f it ccjme a coupIc' 
of wc'eks it’s thc* s,im(' with a song ycai 
hear on thc* rridio... ovc'rpLiying oftc'n 
results in uttc*r tc'dium. How('V(*r, A(lua 
Soccer c ombine's c'liough ac.c,ur<ic y ami 
long term appe*al to pass the tc'st c)f 
time* with hemours. Admittecjly, some* 
elements are baffling at first, but tfu* 
mc)re‘ you play, the more you learn /inel 
boy are the rewards something c'lse! 

With practice, Actua Scarcer allows you to 
perfect one-touch passing and shocking, 
perform devastating set piece's that cut 











^ Fancy footwork baffles the 
witted computer defenders, 
leaving you free to score. 

▼ With a free kick in a prime 
position, you must now plot a 
route for the ball to take. 


REE CRhEQR 
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through the opposition’s defence like a 


If FIFA '96 is the 


chainsaw through ice cream, and master Chelsea of footy 
a whole load of fancy skills such as chip games - pretty, but 

shots, dummy passes, and the all not very good really 

important power shots. 


- then Actua is 
Evidently, Gremlin have really gone to Brazil, it’s simply 


town in the presentation department. 

They must have incorporated a lorry-load 
of camera men to cast their artistic eye 
over the proceedings and it also 
includes on the spot commentary from 
Barry Davies. The man from the BBC 
belts out such obvious classic lines as 
“Oh, he was already on the next page 
he read it so early” and “The goalie 
must have shares in a faith company” - 
nice one Bazza! 

Going back to the camera angles, 
start the game with seven different 
perspectives including a F/F/l-style 
diamond, and the classic Kick Off 
overhead. However, you can tailor these offers this much? 



world class. 

Only one thing is 
slightly wrong - 
trying to tackle is a touch too tougher 
than necessary, something to work on for 
Actua Soccer ’p/, no doubt. 

To complete the winning formula. 
Gremlin have incorporated custom teams, 
cups and tournaments, as well as 4-4 
international squads (the top 43 in the 
world and Wales) comprising of real life 
players. There’s also the added bonus of 
a special full motion video sequence 
telling you how the game was made. Now 
you tell me, what other football game 









football 



angles to your own requirements by 


Move over Striker ’p6, farewell FIFA 


zooming in and out and finely-tuning the Actua Soccer is quite simply the best 


viewing angle using the top buttons on 
the controller. Why didn’t 
someone clever think of 
that before? 

The real beauty of Actua 
Soccer though, isn’t in the 
fancy visuals and gimmicky 
sounds, it’s in the 
sophisticated gameplay. The 
player really has to think 
about where they’re 
passing, and work like mad 
to get fluid plays going... 
this is what makes the 
goals so satisfying and not 
to be taken for granted like 
in other football games. 


PlayStation football game. 






Looks: 

Sounds: 


llllllllll 


Brilliance: llllllllll 


Value: 


llllllllll 






Everyone’s football fantasy! 


reviews 


The Looks 
and the 
lifestyle 




0 question, from 
a visual 
perspective (and 
indeed any other 
you’d care to 
mention, Actua 
Soccer urinates on 
the opposition from 
a great height. Here 
we evaluate why, 
quite frankly, the 
others just aren’t up 
to scratch. 

FIFA ^96 

I’m sorry, but no! 

This pitch looks like 
one of Van Gough’s 
cast offs with blurry 
players with all the 
style and grace of 
ice-skating elephants 
in a gravel pit. 

Goal Storm 

If the Crash Test 
Dummies escaped 
from the factory for a 
no-frills kick-around, 
then this would be 
the result. Faceless 
goons going through 
the motions with no 
skill whatsoever. 

triker ’96 

The deposed King. It 
was nearly there, but 
the players are far 
too small to be 
superstars, and their 
spontaneity is 
decided by power- 
bars... which kind of 
takes the sting out 
of the gameplay 
somewhat. A good 
second choice 
though. 

Prime Goal Ex 

Aw please! These 
eye-sores look like 
jigsaw puzzles that 
have been 
assembled with 
oddly-shaped pieces. 
With a few vital parts 
lost somewhere 
along the way. Get 
’em away. 

Hyper 

Formation 

Soccer 

Smooth, nicely 
animated players on 
parade here... it’s 
just a pity that they 
haven’t evolved since 
their SNES heyday. 
Send them all off to 
the scrap yard where 
they belong. 
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Design team: Capcom of 
Japan (in-house) 

Team leader: Unknown 
Where at: 40% 

Target release: April 
Publisher: Capcom/ 
distributed by Virgin 
Interactive 


The times... they are-a changin’ and Capcom’s stunning new 
show-stopper is evidence enough that the PlayStation is 
indeed a force to be reckoned with. Featuring possibly the 
best and most explicit graphics to ever feature in an arcade 
adventure, Resident Evil drags all-comers screaming into its 
tangled web of intrigue, death and destruction. Ryan Butt 
takes a deep breath and takes the plunge. 



T Playing it cool, the 
detective babe observes a 
crawling zombie. 


feel sick. Right down 
in the pit of my 
burning, nauseous 
stomach. I feel an 
uncontrollable urge to let 
loose a torrent of bile powerful enough 
to rip through even the sturdiest of 
lavatory pans. Why? Two reasons really. 
Firstly, y’know Capcom right? That 
wholesome company responsible for 
Street Fighter, well they’ve gone and 

produced 


to get my eager mitts on it. 


ringing in your ears, you can smell the 


Resident Evil, as the game in question acrid smoke of burning gun-powder, you 



has now come to be known (after the 
dodgy working title of Biohazard), is an 
instant horror masterpiece combining 
snippets from the best video nasties in 
history with a gaming style that up until 
now has been coined only by Infogrames 
in their classic action/adventure Alone in 
the Dark. 

The game combines a dark, sinister 
plot with the kind of graphics that make Set in a secluded county mansion 


can feet the recoil as you unload rounds 
and most importantly, you can actually 
see the damage that you dish out in 
stark reality before your unbelieving 
eyes! 

Have you placed your order yet, if not, 
why not? 

Manic mansion 


probably one you want to seduce and bed your 

of the sickest PlayStation. It’s just the kind of 

and out and 
out violent 


refreshing remedy that Capcom needed 
to steer their image away from the 


Resident Evil centres around the hideous 
consequences that occur through 
scientists fiddling around with nature. 
Within the confines of the building, top- 


games this 
journalist has 
ever witnessed. 
And secondly, it 
just so happens 


endless reams of beat-’em-ups. Resident dogs from the world of science have 


'll"’ 

3 / 




to be bloody 


Evil generates tension by the bucket¬ 
load and is compelling enough to make 
you feel proud to own a PlayStation. 

Guns play an integral part, you 
actually feel as though you’re 


brilliant, and I for brandishing a deadly weapon 


one am going 
giddy with desire 


as you play. You can 
hear the shots 


been conducting government-funded 
experiments in bio-technology - crafting 
and altering the DNA structure of life- 
forms. 

Tut tut, don’t these people watch 
* ■ films? Surely they should 

* * * ' know that anyone 

dabbling with 






I- 


• • 


# 


# 






p from the pas! 






% 


*4 


0 


A s Capcom have mentioned, one of the big influences behind the 
zombies in Resident Evil was perhaps one of the best zombie 
flicks ever made George A Romero’s Zombies Dawn of the Dead. 

Made in 19/9 on a considerably low budget, Romero’s vision of 
hell on Earth was withdrawn from sale in 1984 after the video 
recordings act rendered all uncertificated videos illegal. However, the 
film was re-submitted in a severely edited form in 1992. Luckily, a 
glance through fellow Paragon colleague, ‘Mallo’s’ video collection 
revealed that... yes, he does in fact possess a full un-cut copy of the 
film (hence plenly of explicit piccieslj. Also, just for posterity, ‘Mallo’ 
even owns an original Betamax copy of the film... err, apparently! 
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Talk is cheap 

T o paint a clearer picture of what 
Resident Evil is all about, we 
spoke once again to the extremely 
chatty head of Capcom of Japan’s 
International Sales Department, 

Mr. Yamaguchi. 


Play: Resident Evil is a totally 
different gaming style for Capcom, 
who for so long have been 
associated mainly with beat-’em-ups. 
How did the third person perspective 
action/adventure game come about? 
MY: The basic idea was to create 
something very horrific which you 


game is very sinister, how was it 
devised? Was it based upon any 
films, books, legends or myths, be 
they Japanese or otherwise? 

MY: Well, we use vast amounts of 
movies and books for research, 
therefore we cannot specify which 
one in particular was used. However, 


Play: How long has Resident Evil 
been in production? 

MY: It has taken about two years to 
develop, although one year was 
spent getting to know, and 
understand, the hardware itself. 


can not really experience by watching we used the film Dawn of the Dead 
horror films or reading books. I as a reference point for creating the 

wouldn’t like to classify this game zombies. 


horror films or reading books. I 
wouldn’t like to classify this game 
simply as an action/adventure, I 
would call it a ‘Survival Horror’! 


decide to set the location in a 
mansion as opposed to, say a 
laboratory complex or suchlike? 

MY: There is a laboratory in the 
game. The reason why we chose the 
mansion setting was because we 
thought it would feel more natural to 
the player - we thought a mansion 
would give out a more realistic 
feeling. 


m 


The story centres around a 


Play; Indeed,‘the ttiem#for #ie 


government bio-technology 
■ experiment gone wrong. Why did you 


Play; Much of the attention will 
undoubtedly focus on the gruesome 
nature of some of the in-game 
deaths. Were these included to make 





• • 







• • 




to rescue the scientists. To you or me 


them out of their 



though, it’s obvious - they cocked-up big misery), so your job for the day now 


T Gun poised and ready 
for action. Gill enters the 
unknown. 


time and you should just blow the 
mansion to smithereens and forget all 
about the daft sods. After all, they knew 
the risks when they signed-up for the gig 
right? 

Unfortunately, it’s not as easy as that 


is simply to find out what went wrong 
and report back. Easier said than done 
as you will soon discover! 

Assigning a particular genre to 
Resident Evil is like trying to snare a 
chicken with your teeth! Technically 



and you must go speaking it’s an arcade adventure, but it 


by the book. On 
arrival at the 
mansion, sure 
enough, all of 
the scientists 


also combines elements of RPG and 
features plenty of adrenaline-pumping 
action that will put the willies up even 
the toughest of players. The game is 
stylish, sophisticated and instantly 


have turned into compelling and will not only test your 


flesh-craving 

zombies and 
every insect and 
animal in the 
vicinity has 
mutated into a 
giant, man-eating 
beast, quite 


intelligence, cunning, and reflexes, but 
your nerves as well. The version we 


home in blood-curdling 
fashion. Zombies! Loads of ’em! Don’t 
shoot until you see the whites of their 
eyes! Armed with a pistol as standard 
you creep around, uncertain of what 
you’ll find around the next corner, and 
then you’re confronted by groaning 
zombies that immediately smell your 
warm, succulent flash and home-in for a 
nibble. Fail to get off a couple of shots 
before they get to you and the creepy, 
undead foes start chewing at your neck 
amidst spurts of red. Floor them in time 
and they collapse in a pool of blood - 
however, sometimes your puny pistol 
may not have killed them off and they 
crawl across and start chopping into 


played was little over 40% complete and your teg. No problem, as an automatic 


thus had none of the puzzles in place - 
it was purely action at this stage... and 
boy was it frantic! 

The chilling tale kicks off as the 
S.T.A.R.S. team assemble in the hallway 


capable of digesting a for debriefing. There is no sound to 


block of flats. 


speak of and all is deserted... or so 


Obviously you can you’re led to believe. However, it’s not 


do nothing for 
them (except 
perhaps put 


until you’ve chosen your desired 
character and started to explore that the 
full horror of the predicament is rammed 


reaction Chris will maliciously stomp on 
their heads crushing them underfoot. Or if 
you opted to play as Lucy she’ll attempt 
goal by booting their decaying heads 
clean off of their shoulders... yeeach! 

You may have already gathered that 
Resident Evil is high in gore content - 
too bloody right, and this is just the 
kind of stark nastiness we want. None of 
this watered-down, cotton-wool covered 
nonsense here thank you, we’re big 


A As the chilling story 
unfolds, the detectives 
investigate a vital clue. 
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^ A wrong turning later, 
and Chris finds himself in 
a Hitchcock movie! 
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the game appeal to a more natural 
audience, or was it simply to 
emphasise the realism and 
atmosphere? 

MY; In real life, if a person gets shot 
their head might blow off and there 
will be a lot of blood. In past games, 
people didn’t pay too much attention 
to enemies that disappear 
unnaturally when they die. Therefore 
we wanted to create something 
which looks very natural and will 
satisfy the audience’s appetite for 
realism. 


Play: How many people are involved 
in the project, and what hardware is 
being used to produce the game? 

MY: There are over 50 programmers 
currently working on the title, using 
mainly Apple Macintosh computers as 
well as Silicon Graphics workstations. 


to look similar. When you play the 
game though, you’ll notice dramatic 
differences between the two. Of 
course, we did use Alone in the Dark 
as a reference point for developing 
Resident Evil. 


Play: How much has Alone in the 
Dark been an influence? 

MY: Originally, we didn’t aim to 


Play: Shock values plays a 
prominent part in Resident Evil, but 
one of the biggest shocks in our 
office was that it is from Capcom - 


change in direction from you in the 
future? 

MY: We wouldn’t like to be 
associated purely for producing 
fighting games, and this is our 
chance to offer something new that 
will appeal to the public. This is just 
the start though, we consider 
Resident Evil to be a passage for 
creating a much better game in the 
future. 


create a game which resembles Alone so long associated with one type of 


in the Dark. However, as we were 
developing the game and learning 
more about the PlayStatio'n it began' 


gaming genre. Do you consider 
Resident Evil a gamble, or is this a 
sign that we can expect a'dramcitic 



s! 


enough to take it! 

Of course, zombies aren’t the only 
foes that stalk the dank dwellings. There 
are grossly over-sized spiders (which one 
of my colleagues couldn’t even bring 
himself to look at!), as well as gigantic 
snakes, head-hunting frogs, and in 
scenes reminiscent of Alfred Hitchcock’s 
movie The Birds, flesh-eating ravens. 

What really captures the imagination 
are the superb visuals. The characters 
and monsters are real-time polygons and 
are placed against stunning, finely 
detailed pre-rendered backgrounds. 
Although you have no control over the 
perspective, the view is constantly 
changing - sometimes three or four 
times per room to give the player the 
best and most artistic angle over the 
proceedings. 

Although there is still so much to be 
inserted into the mix, Capcom promise 
plenty of alternative weaponry, taxing 
problems and clues to solve along the 
way. In short, this is shaping up 
to be the definitive PlayStation 
title to look out for. 



-fr -. »■ 



out to ponder his predicament. 
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f the size of your weapon really is 
inversely proportional to a certain 
part of the male anatomy, poor Ivan 
Popovich is going to have to 
undergo the same surgery as that 
Yank copper did on The Word. The 
Steel Cossack’s weapons are very 

g 
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Your 
wooden 
spoon 
weapons 
weak but 
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aren’t 


* t ' 
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reliable. 

% • I »- 

They keep on chugging away lii 


after you've run out of other amms 






I . 
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SOmm m^^rnmammm 

Vulcans I I 

Giant-sized I I 

versions of I I 

the minigun I I 

Predator, maammmmmmmmmm 

these whirling dervishes make short 
work of the smaller enemies. 




JMTl 


I to Japanese 
W the Russians 

Ido! A vodka- 

• • r 

McDermott 




s into action. 


Lasers 

For full-on I 

burning I 

holes in I ' • 4 '> 

stuff action, I 

these rapid- 1 .'Y' 
firing 

babies are just what the Soviet 
psychopath ordered. 




Plasma 
Guns I 

They might I 

fire quite I 

slowly, but I 

anything hit | 
by a white- 

hot ball of fourth-state matter won’t 
forget it in a hurry. 



T Behmoth looks 
like a punk 
version of an 
Imperial Walker, 
but a few shots to 
his vitals will see 
him off. 






Z-beam 

Yes! Yes! I 

Yes! It’s I 

even less I 

green than I 

orange, but I < 

this is what 

all aspiring maniacs are after. Eat 
radioactive death! 
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f you’ve ever fancied 
the idea of stomping 
around futuristic 
battlefields in a.40 foot 
high armoured suit packing 
the kind of weapons that would make 
even Arnold Schwarzenegger droop with 
inadequacy, Krazy Ivan is the game to 
make yout mecha-laden dreams a reality. 
Aliens, as is their wont, have invaded 
the tarth, setting up force fields in 
strategic areas as bases for conquest. In 
the asthmatic voice of the bloke who 
does all those video trailers and the 
intro to Knight Rider, “Only One Man 
Can Stop Them^'^” -- Ivan Popovich, the 
titular Krazy Ivan. 

Ivan is so named because, well, he’s 
crazy. Or indeed Krazy. March hare, 
section eight, oi nutter, m-a-d MAD. In a 
situation like this, with murderous extra¬ 
terrestrials trying to take over the world, 
he’s also exactly the person you need to 
turn the aliens into chunky salsa and 
send them home in a jar. 
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Ivan has the help of a Steel Cossack 
powersuit, a nifty piece of kit that gives 
an equally good account of itself on the 
battlefield or fighting the rush at 
Sainsburys. The Cossack starts off with a 
pair of 30mm cannons, twin 50mm 
Vulcans (and we’re not talking short 
relatives of Mr Spock here, but multi- 
barrelled gatling guns) and a few weedy 
homing missiles, but can be quickly 
upgraded after each mission to end up 
as a total death machine - yeehah! - 
bristling with lasers, plasma cannons 
and the excellent Z-beam, which won’t 
win any friends at Greenpeace 
headquaters but rapidly converts alien 
robots into mere radioactive slag. 

Your extra-terrestrial enemies start out 
small and eminently shootable - once 
destroyed, they drop handy power-up 
pods and release human prisoners, 
whom you can scoop up for extra 
points. The robots, however, quickly 
become a tougher proposition. Each 
level has a number of Sentients, which 
are extra value versions of the usual 
cannon fodder and have obviously been 
designed by someone who’s a relative of 
Zoltar from Battle of the Planets. Many 
of the malevolent mechs resemble 
animals - spiders, squids, mosquitoes 
and (the best looking of the bad guys) 
tigers all have mechanical counterparts 
who are all keen to introduce Ivan to 
that skinny chap with the scythe. 
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The massive 


Dedtok might have 
trouble vi/ith his 
spelling, but he 
makes up for it by 
being harder than 
a month-old pie.. 
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It is vital for Ivan to take out the 
Sentients quickly - if he goes more than 
two minutes without killing something 
big. he not only loses his membership 
of the Psycho Club, but an evil version 
of the Steel Cossack, the Black Knight, 
beams in for a one-on-one barney. The 
Black Knight has all the weapons of 
Ivan's own anthropomorphic steed, 
and can also teleport around to avoid 
trouble, so it’s best to get your ass in 
gear and whack the Sentients as 
quickly as possible. 

Once they’ve all been turned 
into scrap metal. Ivan has to 
locate and destroy the 
aliens’ shield generator, 
which is powering 
the force Reid. The 
generator is 
heavily defended, 
though, and 
breaching its 
shielding requires 
everything the Steel 
Cossack can throw at it. 

When the generator is 
down, the alien squatters can 
be handed a polite-eviction 
notice and booted smartly back from 
whence they came. 

Krazy Ivan promises non-stop action, 
and it delivers. From the moment you 
enter the Rrst zone, you're constantly 
pestered by enemy robots crawling. 
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Even the non-game sections of Krazy 
Ivan have had a lot of time spent on 
them - the level select screen features a 
revolving globe of the Earth. Nothing too 
unusual about that, you might think, but 
it’s also got the rest of the solar system 
and lens flare from the sun as your 
viewpoint spins around! The inevitable 
FMV sequences are a cut above the 
usual irrelevant rubbish as well, actually 
dropping the odd hint about what to 


'C-jT-! S 


sliding and flying around 
i your Steel Cossack. They 
don’t^^ilMBUy take too 




expect in the next level, while being • 
vaguely amusing enough to watch more 
than once. Maybe even more than twice 
which for FMV is pretty rare. The 
computer-generated cut-scenes are also 
excellent, a few shots (such as those of 
a giant transporter plane) being 
perilously close to looking real. 

Babylon 5, watch out... 

Psygnosis have attached their 
customary attention to detail to a no- 
nonsense blaster of the Doom 
school, and the effort has 
paid off - Krazy Ivan is terrific I 


what we want. None of 
/ r tnis ‘thought’ nonsense 
~ nnindtess carnage is 
sa what made video games 

great, and Krary Ivan upholds 
the tradition in style. 

It also upholds the PlayStation’s 
reputation for gorgeous graphics and 
great sound FX - the guns really roar, 
instead of the usual feeble ‘ut-ut-ut’ 
noises you get in some shoot ’em-ups, 
and the alien Sentients are quite 
stunning to watch. Some of them are 
almost too good-looking to shoot. 
Almost, but not quite, that would be silly, 


A Suck radioactive death 
/robotic pazzer! Hot two 
Z-beam action. 






Sounds: 
Big Guns 
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SONY PLAYSTATION SOFTWARE 


Doom . 

. . . .£39.99 

Mortal Kombat 3 . . 

. . .£42.99 

Extreme Games .. 

. .. .£41.99 

Tekken . 

.. .£42.99 

FIFA ‘96. 

. . . .£37.99 

Theme Park. 

.. .£37.99 

PGA ‘96. 

. .. .£37.99 

Warhawk. 

.. .£41.99 

Foaded . 

. .. .£41.99 

Worms. 

. . .£35.99 


This is just a small selection of our huge range of PlayStation 
Software. Please call for other titles or our Free Catalogue. 


^asterCor^ 


HARDWARE & ACCESSORIES 

Sony PlayStation inc. Joypad £299.99 


Memory Card £21.99 


Control Pad £24.99 


VtSA 


MAIL ORDER-SAME DAY DESPATCH-EXPORT WELCOME 


Name and Address 


Payment Method 
Card No. 


..Tel No. 

Credit Card □.Cheque □ (payable to Mannerings) 

Expiry Date.Signature. 


Postage £1.50 per Parcel. Hardware £5.00 

Please send a Free Catalogue.□ 

Phone, Post or Fax orders to: 

Mannerings Sound and Vision. 21/22, Station Parade, 
Middx, HA2 8HG Tel: 0181-422-2070/2778 


Add postage £ 
Total Order £ 


Northholt Road, South Harrow, 
Fax: 0181-423-8567. 
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quiff that 


You don’t need ‘3D’, 


J' 


bounced 


‘virtuality’, and ‘link-up’, to make a good 


whole mix of tunes. 


/' * 

Unfortunately with 0, on too many 



along as 


game, do you? Not according to US Gold 


ranging from some ultra-cool jazzy stuff 


occasions )[ou are liced with some 




- and I agree. What the Birmingham 


to some smart trip-hop, all of which sets 


incredibly illogical puzzles that have no 


\\>, f t 

\.i> m ' 







bravehearts seem to have proved with 


the feel to this game perfectly. 


obviously j 


rent solution. It can be 







their snazzy first PlayStation offering 


So how does it play? As with all 


quite frustrating to go over a stage 


walked? Try 


johnny Bazookatone is that the most 


platformers, the most important element 


umpteen times with no success, and 


starring In 


important element in a game is... wait 


of the game is mental mapping. You’ve 


tt^n suddenly find you’ve completed it. 


for it... your hero’s 


gotta remember 


Arid you don’t know how. 


West Side 


quiff. Get ready with 


your hair gel people...! 


Story. Can’t 


Well, maybe not. 


Th 


which route to take. 


Despite this, the game on the whole 


There are things to 



collect, but these 


is still enjoyable. Initially, it can be a 
little hard to get into control-wise - I 


act? Try US 


Brought to you in 


full-colour zD-platform- 


Gold’s new 


o-vision, IB is, as you’d 


m 




aren’t entirely 


found that the number of joypad 



necessary to 


configurations was a bit limiting. Once 


complete the game. 


you’ve mastered the controls though, as 


expect, a game where 



V 


you jump around a bit 


and run around like a 





r* 


your main objective 


ever, the game really comes into its own. 






is to just get to the 


Overall, apart from the irrita 


platformer 


hound dog. The evil L 


then. Our 


Diablo has nicked jB’s 



lovely guitar Anita. 






f 


end of each level 


mentioned, Johnny Bazookato 


without being 


very well presented game whi 


returned to sender. 


rewarding to play. 



5 I’ve 







Johnny’s all shook up 


proclaimed 


about this, and is on 



a mission to recover 


h 


But, predictably, it’s 




With a decent variety of settings and 






not quite as simple 


stages, including jjnderwater sections 


as all that. 


An integral part of 


and a karting stage placed in verltit|^ion 




S j - 

shafts, there is plenty to keep you'f f?^ 



shaven 


it... and that’s where 


platformers is puzzle 


amused. The atlention to detail is gocwd,’ 


•X 


you come in. 


solving. On the 


and there are IQpdsa nett touches 


headed 


Set through around 30 levels or so, )B 


whole, most of the tasks you must 


% * 

throughout the game. Ifiyou fancy a 



42 


hunk Asam 


is a fairly large game. The graphics are 


complete are quite logical, i.e. after a 


change from frilly 3D aid fancy virtuality. 


beautiful, and the sound is sexy. In fact. 


few attempts, it is fairly easy to see how 


stick on yer blue suede shoes, put on 


the music score in JB is one of the best 


to get through the level, or how to 


yer dancing pants and get mellow to the 


I’ve heard in a game to date. There’s a 


defeat the end-of-section guardians. 


cool-blue sounds of IB. 
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Neat ‘n’ sweet, to a top beat 
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Y up. Play brings you a totally 

opinionated and uncompromising top 
ten of the worst hairstyles ever. 

1. Elton John 

You look silly Elton, with your pansy wigs 
and your orange ‘hair’. Sort your life out. 
And quit with the slushy songs. They’re 
crap. 


QJ 

c 

*rv4 

CO 

txo 

CO 

E 

> 

j 
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2- Michael Bolton 


What can I say. You sing like you’ve got 
dough in your mouth and your hair is, 
well, a mess. Chon it off. What the hell - 
chop your head off. 


3. Dennis Pennis 


You’re a fool Dennis. You’re unfunny, and 
have bad dress sense. People laugh at 
you, not with you. Get a life. 


4. Gazza 

You’ve changed hairstyles more times 
than you’ve been on diets. And they’ve all 
been crap. Replace your head with a 
football. 

5. Mark Lamar 

Who do you think you are? Tintin? Your 
hair must be a fire hazard, with all that 
grease on it. Try using Swarfega - it 
doesn’t burn. 


i 

f 

* 

6. Don King 

You might promote some good boxing 
matches, but you look bloody silly. You 
look like an extra from The Monsters . 

1 . Ken Dodd 

I don’t care how funny people think you 
are, you look ridiculous. That duster’s got 

r 

a better hairstyle. And it’s funnier. 

I 

I 

» 

8. Toyah Wilcox 

Flame on Toyah! I won’t be rude to yah, 

‘cos you’re a nice girl really. You could do 
with getting into the 1990’s though. 


9. Nigel Kennedy 

You can play the violin, but you’re not 
exactly a style leader in the hair 
department. You look like you stuck your 
finger into a plug socket. 

10. Valderama 

Why have you got a bush on your head? 
If you’re not careful, you’ll get a few 
footballs lost in your head-forest. Maybe 
that’s the plan... 

Also rans: 

Bobby Charlton, Tina Turner, Chris Tarrant, 
Michael Hasselhoff, Keifer Sutherland, The 
cast of WWF. 
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Although 
this is 

supernatural 
PI Edward 
Carnaby’s 
first 

adventure on 
PlayStation, 
the game ' 
actually a 
sequel to the 
original PC 
classic from 
1992, Alone 
In The Dark. 
Mark Wynne 
steps back in 
time. 


Switch 


iture 
ion alert! 
I serious 


mode! Begin neview! 


Time for you to take over. The game 
proper opens up with you at the gates 
of PC expatriates will 


immei 




It’s 1924, you’re res»r 
a California-marked telegram^llT 
PI Ted Striker, you get thei/The’s 


nding to 


fellow 


that the PlayStation 
iPPbeen treated to some 
ve^cosmetic changes. The 
live.lbQl/gon characters have been 
vitk 


s. 


vanished whilst invest! 


g a child 




abduction. Greats tyj^mtro, it sh&i^s 
Striker prowling the youMS of a huge 
maribion, belonging to villwn One J|rsd 
lark. Tfd thinks that laclOja®<(fllfnapp^ 
baby Grace for aJfWfre, SCodoo ritual. 


tweak 


upe 


with*gouraud shading and 
pse<T 2D animations to give the 




\ 



The intro cu(^way as^gtriker, having 
found hisfCfuarry in^ barren 
bedroojj^, is overpowered by a 
magically animated 
doll... 


gar^ a more organic look. It doesn’t 
really work thou#i, lessening the 
original’s stark atmosphere. That’s not all 
the stunning backgrounds have also 
been altered here and there, and several 
new FMV ‘rides’ linking various sections 
of the game have been added. These do 
work, enhancing the tension-packed 
feel to Alone, helped by the 
menacing soundtrack. 

There’s not much 
time 
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•4 Getting chased by gangsters is difficult enough, but the 
frequent (and often excruciating) slowdown makes play irritating 

V T On board the galleon, you’re treated to more inspired 
visuals, sadly besmirched by some ugly texture mapping. 


I f you haven’t 
got a Memory 
Card you’re not 
going to stand 
much chance at 
this game, believe 
us. You can’t just 
waltz through 
Alone, hoping to 
bluff your way to 
the end. It’s 
essential that 
after solving each 
puzzle, or making 
any significant 
progress, you 
save the game to 
one of two, 
alternate slots. If 
you keep 

switching between 
these two slots, 
you can always 
backtrack one 
save if you make 
a fatal mistake. 
Since ammo is so 
scarce as well, I 
found it useful to 
return to a saved 
game just before 
meeting each 
baddie. Then, if 
you eliminate 
them without 
using much 
ammo, you can 
save the game, or 
if it turns into a 
long scrap, just 
quit and take him 
on again. It may 
sound excessive, 
but Alone gets so 
tight in later 
sections, that 
progressing 
cleanly, with 
maximum ammo 
and health 
becomes 
imperative. And 
don’t forget, if you 
see a flask, swill 
the contents. 


A A gun-toting baddie defends a secret pathway to 
the gardens, where the adventure begins proper. Check 
the corpses of bashed baddies for loot and weapons. 

T An exquisitely ugly meanie saunters away. 


to look around, however, as a 
sleeping gangster jolts awake and 
lumbers toward you. Flip to the function 
menu, select your pistol and a crack 
sounds out, as the gangster reels back. 
The copious blood of the original PC 
series has been replaced with metallic 


There’s a wide variety of ■ 

weapons to experiment with, I 

most enjoyably the sabre (it I 

doesn’t need reloading and I 

is great fun) and control of I 

Carnaby is easy and I 

intuitive, with searches, I 

combat and even hand-to- 
hand fighting all quickly 
mastered. This is important, since there’s 
no doubt that Alone is as much an 
arcade game as an adventure, with early 
battles in the mazes providing some 
intense action. Once you get into the 
house, professional gunslingers cruising 
the corridors make everything up to that 
point seem like a walk in the park... 

You won’t get anywhere, though, 
without solving a lot of physical puzzles, 
which veer between the pleasingly 
obvious (push a statue out of the way to 
reveal a new route) to the downright 
wicked (blow air into a paper bag and 
pop it in an enemies’ ear to get his 
attention). Always a downer for a puzzler. 
Alone is rigidly linear and it can get 
frustrating when you start struggling 
because you can’t get a hook on the 
programmers’ logic. But, the sheer style 
of the game does compensate for this. 

Alone is a complex project, and this 
shows in the choices the designers have 
seemingly had to make. For instance, the 
price for the lush visuals is speed. 

Infogrames’ PlayStation conversion 
t simply cannot pop up each new scene 
m as quickly as the PC version, which 
M has all the code dumped on its hard 
■ disc for immediate access. 

I ' Constantly dragging information 
m from the CD means that many 
Jf scenes take several seconds to 
M access. For me, this not only 
' damages the fluidity of play, but leads 
to some frustrating deaths, as combat 
can slow down badly. Are graphics really 


such a be all and end all that Infogrames 
should make the fairly pointless effort of 
tweaking already good visuals and yet 
ignore the fundamental design problem 
of slow disc accessing? 

Set against the imminent Resident Evil, 
this seems rather dated then, with 
neither the gore, speed or action of 
Capcom’s eagerly awaited title, or, for 
that matter, Delphine’s Fade To Black . 

Saying that, those gagging for a 3D 
extravaganza will find Alone rewarding 
enough - it’s by no means a bad game, 
just a bit flawed. Really though, if you 
don’t mind waiting a few months you 
should hang on for one of its impending 
rivals, which promise to exploit the power 
of the PlayStation much more fully. 


shards and ethereal mists, but the effect 
is still rewarding. Walk over his body 
and you can collect his possessions, 
such as ammo, better weapons and 
books which can be read for clues. 


Looks: 

Sounds 











ice, ice, 
baby! One of 
the most 
impressive 
special moves 
in the entire 
game! 


What would 
happen if 
dinosaurs 


here are beat ’em-ups 
with 3D polygon 
characters, there are 
beat ’em-ups with fancy 
snowball special moves and 
then there’s just good old solid punch- 
ups, like Primal Rage. 

The intro tells the story of how man 
and dinosaurs have met up after all 
these years, with scenes of a T-Rex 
chomping a car and meteorites crashing 
into high-rise buildings. Very impressive, I 
must say. Even the way the logo 
animates onto the screen with a growl 
had me ducking for cover. 

Character-wise, you _ 

can choose from *T 

seven prehistoric 
punchers with two T- 

something that looks 
like a Triceratops on 

wouldn’t want to 

perform with your granny around (one of 
these critters has terrible wind). These 
are a little tricky to pull off at first, but 
the joypad configuration can be changed 
to suit your style of play improving 
things no end. 


When the arcade game first arrived in 
this country it turned a few heads. The 
top beat ’em-ups of the time had never 
tried anythmg Uke J^is. before. Street 

1 » ^ 

Fighter used 2E):^sdttionai character 
animation. Mortal Kombat used digitised 
live actors and Virtua Fighter had them 
all swirling around in 3D. The Primal 
Rage developers had created their new 
characters using stop motion animation 
techniques. Modelling them all first then 
taking hundreds of individual frames, 
pieced back together by computer to 
give the finished effect. 

The animation works really well too. 

' * ^ p ■ game. The main 

problem I have 
■ ’ ’ with this 

conversion is the loading time. Whenever 
a new character comes onto the screen 
you get a tiny CD rotating in the corner 
and have to wait what seems like ages 
for the game to continue. During the 
final battle, where characters flick on and 


off the screen all the time, this really 
becomes a headache! Surely with all this 
new technology the CD reading times 
can be improved over this. 

Primal Rage is never going to be a 
ground breaking beat ’em-up, well, 
maybe only in a literal way, but it’s a fun 
game for a little light relief after all 
those deadly serious combat blood 
baths and 3D fighting tournaments. 
Having special tug-of-war and endurance 
modes and hidden games of Volleyball 
and Bowling also adds a little extra, 
especially to its long-term appeal. 

Fun with two-players, but equally as 
playable with one, Primal Rage is well 
worth checking out. 


were thrust 
back 
together 
after 25 
million 


extinction? 


Roberts 
reckons 
a recipe 


A Double dino action and one of the 
monsters has been doing his been 
pulling off moves too often. The cheese 
indicates this! Boring player time. 
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A 


catastrophic collision between two giant meteorites in space 


buildings and civilisations on impact. From the rubble a new race 


sends burning rocks the size of planets spinning towards 


is born, The Draconians. Who will rule the new Urth? I’d guess 


Earth. They pound through the atmosphere and destroy cars, 


someone with very sharp teeth and the breath of a dead sheep. 
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Arrghh, the dinosaurs are invading 


land, quick Rya 




rou 


ead with a stic 


something! Oh, my hero 


Plenty of Jurassic japes! 
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in the wake 

of Shock 

Wave 

Assault 

comes 

another 

formidable 

task - get 

the little 

alien 

bastards on 
their own 
turn With 
two games 
now in one, 
Play asks... 

this good 
vaiue or 
what?! 




A ’ 
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A Take out the gun 
towers - they pose a 
hideous threat to Omaha’s 
chances on following you 
through the canyon. 


oftware companies... 
who needs them? (er, 


started off moderately easy and then 
gradually enhanced the difficulty factor 


well, I suppose we do), as you progressed, Operation Jumpgate 


one minute they tell us shoves you straight in at the deep end 

to review one game, and with possibly one of the hardest opening 

then the following month they tell us levels this reviewer has ever 

that the same game is in actual fact experienced. And the game itself doesn’t 

being spliced together with the sequel to get any easier. 

make one complete package. Fine. So now it’s all systems go as the plot 

Anyway, the game in question is the thickens and the challenge doubles. I 

gripping alien-invasion shoot ’em-up have to say that graphically, the game is 

Shock Wave Assault, which scored 87% a step down from its predecessor - there 
last month. Just as we were all geared up are none of the typical Earth 


to write a follow up review on Operation 


familiarities, just barren landscape. 


Jumpgate, the next gripping instalment of Despite looking rather dull and being 


the Shock Wave saga. Electronic Arts get 
on the blower and tell us they’ve altered 
their strategy and wilt now be releasing 
both games as one. Ah, time to do a 
strategic update methinks! 

OK, if you’ve read issue three you’ll 
already know about Shock Wave Assault 
and Operation jumpgate continues the 
tense storyline. If you didn’t, don’t worry, 
you’ll soon pick it up. After vanquishing 
the alien forces from Earth, Omaha, lead 
by the lovely Commander Stewart have 
decided to chase the invaders back to 

Mars in order to wipe 
out once and for 
g all (God - how 
I egocentric can you get!). 
■ Whereas Shock Wave 
m Assault 


distinctly harder than before. Operation 
Jumpgate is still a right riveting game to 
play and once you get back into the 
swing of destroying vast amounts of 
aliens at a frantic rate of knots, you’ll 
want to keep coming back for more. 

The fact that both games are now one 
means that you’d be hard pushed to find 
a better deal. OK, so it may not be 
state-of-the-art in terms of PlayStation 
software, and indeed if you can tolerate 
the endless barrage of taunts from 
mindless 3DO owners claiming that 
they’ve had both games for aeons (and 
better no doubt!), then this package 
should be all you need for a fun-packed 
weekend of hedonistic heroism. In short, 
including Jumpgate pushes the score up 
to 89% for Shock Wave Assault. 
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A Shock, horror, your path is blocked by 
an alien war machine. Evasive action or 
fight? - The choice is yours! 
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Shock Wave now a better shock! 
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O nce again our very own 

Wall Of Game graces 
another packed 
issue. What is rapidly 
becoming a beat ’em-up 
buyers and tips guide rolled 
into one continues this 
month with the prehistoric 
pummeller, Primal Ragel And 
this time, we’ve crammed every 
move we know about on there. All 
of them, we think. 

So, be amazed and prepare for a 
roaring, untamed helping of bloodthirsty 
action! While we’re at it, we want you, 
our beloved readers, to send in any 
suggestions you might have for any 
special games that you think are worthy 
to be placed onto a future edition of 
Wall Of Game. Platformers, shoot-’em- 
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ups or sports games - we want to know 
which game you are crying out for to get 
the Play treatment. And soon we’ll think 
of a way to represent them on a two 
page poster. 

Send in any ideas to the usual Play 
address and we’ll consider them over 
endless cups of coffee and more than a 
few fags (if there are under i6s reading 




this, a) do you parents] 
don’t ever start, it’s to i 
and buggers your football up)! ' 
In the meantime, here’s the full run 
down on Primal Rage, available in all 
good shops soon. 

















rimal Rage in the 




atmospheric sound and a decent variety 


arcades went down a of moves. 


treat with beat-’em-up 


Now read our players’ guide and 





fans who craved for more become an expert in prehistoric ways! 
after Street Fighter 2. Taking 


the prehistoric theme, whilst throwing in 
countless moves and more gore. Primal 
Rage took beat-’em-ups just that little 
bit further, mainly into the comedy zone 
(intentional, not unintentional) and it 
enjoyed a successful stint on yesterday’s 
men, the 16-bit and even hand-held 
consoles. As you should have just read 
about, our review of the PlayStation 
version reckons it’s a sound enough 
conversion with well detailed graphics. 
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Played 

Plenty of Jurassic japes! 
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4, Sony PlayStation, Sega Saturji, 3D0, 


Atari Jaguar 


PC-CD 



,NOW! 

Why not make sure that you never miss out by filling out and handing in this 
order form to your newsagent today. 

Or save £1.00 off X*Gen by sending this completed form to X*Gen 

Magazine Offer, Paragon Publishing, Paragon House, St Peter's Road, 
Bournemouth, BHl 2JS with a cheque or postal order made out to Paragon 

Publishing Ltd for the sum of £ 1 . 95 . 


Reservation Form 

Please ensure that you keep a copy of X*Gen magazine for me every month 
(ISSN 1358-9423) at £2.95. X*Gen is on sale on the first Thursday of every 

month. 


Address 
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Spearheading an 

impressive 
iooking 
PiayStation 
assauit from 
Virgin (mostiy 
thanks to 
Capcom) comes 
an extremely 
agile fighter piane 
sim with more 
speed and 
aggressiveness 
than a typical 
drug dealer! 

Play scores. 




pserl Strike in 3 D 
anyone? It this 
thought appeals then 
Virgin have delivered the 
goods in stunning tashion 
with Agile Warrior: F-iiiX- a combat 


flight sim that requires bugger-all skill to 
master and places the emphasis firmly on 



blowing things up. And in this game, you 
get to blow absolutely everything up! 

Set over a series of missions, Agile 
Warrior certainly doesn’t set any new 
standards in flight sim technology - how 
could it? After all, the PC market has 
already sealed that area (and they won’t 
let us forget it). No, Agile Warrior is the 


What made this game for me was the 
hefty array of weapons and the vast 
amount of carnage you can inllict as a 
result. In good old Desert Strike tradition, 
this is a bloody hard game to complete, 
and despite the useful continual top-up 
of armour, fuel and fire-power, you’ll have 
to be a bloody top gun and a half to 




information 


Publisher: Virgin Interactive 
Customer support: 0171 368 2255 
Expected price: £49.99 
Expected when: January 



kind of game that looks incredibly hard 
and complicated, yet once you dive into 
the hot seat of your flash F-iiiX fighter 
plane, the impossible becomes possible 
and you’ll be devastating picturesque 
landscape with ease before you know it. 

The visual impact of the game is 
generally very hard hitting - when you hit 
a particular target, you certainly know 
about it. Then there are the ejected pilots 
who think they’ll simply drift back to the 
friendly Earth and grab a few scones... 
ha! No such luck, if you see said 
survivors in the air, a quick burst of 
machine guns will ensure that they’ll 
never walk again - literally! 

Gore aside, Agile Warrior suffers badly 
from clipping as the nicely texture- 
mapped landscapes come into 
view on the horizon, and what / ' 

' .7 

the hell were the programmers // 
thinking of when they stuck 
an unconvincing blob thing 
supposedly resembling the /. 
sun, slap bang in the / 

middle of the sky?! ■ 

The FX can also be a ' ■ 
tad on the crap side, and \ \ 
at times it sounds as \ 

though you’re piloting Mr 

I P 

Spoon’s Fairy Liquid rocket to X. 
Button Moon, but never mind, ' 


beat these 
treacherous scum 
into submission. 

Not exactly what 
we’d call an A-class 
product, and 
whilst we can’t 
recommend it 
whole heartedly, 
Agile Warrior at 
least offers enough 
blasting enjoyment 
and taxing 
manoeuvres to 
make it better 


^pfortunate sod succumbs 
^ wrath. 


wont be quite so jolly 
t opening fire. 
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Information 


• Design team; Celeris (US) 

• Team leader: Matt Findley 

• Where at: 60% complete 

• Target release: May ‘96 

• Publisher: Interplay Productions 



The room is 
dimly lit and 
smokefilled. 
The silence 
of the crowd 
is deafening. 
The oniy 
noise 

piercing the 
pub is the 
sound of the 
cue being 
chalked. 
Cuey Cavey 
steps up to 
the table. 

He sets his 
stance, 
spiders his 
hand, 

focuses his 
aim... and 
shoots. He 
misses. 

Bugger. I 
need a pool 
tutor... 



nterplay’s Matt 
Findley is a confident 
man. Just listen to him 
— describe Interplay’s latest, 
VR Pool. “Lets say this is the 
best pool simulation to date. You can do 
anything and everything allowed in a real 
pool game: English, masses, banks, 
kisses, caroms, you name it, it’s there.” 
Certainly a brave claim. VR Pool is the 
PlayStation incarnation of Virtual Pool, 
the hit game that appeared on the PC 
about six months ago. “Up until this 
time, pool simulations consisted of top 
down views that didn’t do any justice to 
the real game of pool. Our goal was just 
to make a game that simulated pool in a 
way that was both fun and realistic,” 
continues Matt Findley, the game’s 
producer. 

What makes this game different then? 
“VR Pool offers what no other pool 
simulation can. A real-time 360 ° 3 D 
environment. This means the user can 
look at the shot from any angle as well 
as zoom in and out - hey, if you want to 
see what it’s like to be the cue, you can! 
The physics model for the engine is right 
on. I can’t get into specifics without 
going physics crazy, but lets just say the 
banks are spot on. Contact between the 
balls is perfect, they even transfer spin. I 
will admit that the masse shots are a 


little easier than they are in real life, 
mostly because you can’t miscue and rip 
the felt, but unless you want to spend 
the next 15 years or so working on them 
in real life, you’ll appreciate that. And of 
course you don’t have to worry about 
chalking your cue or bumping into the 
guy on the next table either!” 

Will it teach me to hustle, 
and consequently allow me 
to blow smoke rings, pull 
the chicks, and win 
lots of money? “We 
can’t guarantee that 
VR Pool will win 
you fame, 
fortune and 
beautiful 
women, but 
we will 

) 

guarantee it to 
improve your 
game. VR Pool 
comes with a 
full money back 
guarantee that if 
your real pool 
game doesn’t 
improve playing VR 
Pool, you can return 
it, no questions asked. 

It must be pretty 
comprehensive then, eh Matt? 


“The gameplay is more realistic than any 
other pool sim you’ve even imagined. 

The fully textured real-time 3 D graphics 
will blow you away, but being able to 
manipulate the view as you see fit, 
customising it for every shot is amazing. 

The physics of 
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gameplay are so realistic you won’t 
know the difference, and as we said, 
there is a full money back guarantee if 
the product doesn’t improve your real 
game. How much more depth do you 
want?” Err... that’ll do I’m sure. Hold on 
what about fancy trick shots then? They 
really impress the chicks. “Trick shots?! 
VR Pool not only has full-motion videos 
of Great Lou Butera doing some of his 
best trick shots, but it also has over 50 
pre-set trick shots that you can load and 
experiment with as well as a 
practice/trick shot mode. Satisfied?!?* 

OK then. 

♦ 

But how is a game going to teach me 
how to play? Who can I learn from? 


a 

i' 




(b. 
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A A game of 9-baU. I can 
practice my break here, 
and it won’t cost me a 
penny. No virtual beer tho’. 

▼ One of the best things 
about VR Pool is the way 
you can view the table at 
just about any angle. 
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“There are nine different computer 
opponents, and each plays with a 
different style and at a different difficulty 
level. The most skilled player, Dead Eye 
Dan, is not somebody you want to take 
on when you’re playing straight pool. 

He’s likely to go on a 50 to 100 ball run 
while you’re still waiting for your first 
shot. For the beginning players, Eiza 
Crost and Ms. Offen will prove a better 
match, they’re just about as likely to 
scratch as they are to pocket a ball. In 
between are a full gamut of players, 

and each plays their own way.” 
What other play options do 
I have then? “VR Pool 
will allow you to 
practice by 
yourself, take on 
a computer 
opponent, take 
on another 
human player 
on the same 
system, or 
hook up 
with the link 
cable to 
another 
PlayStation.” 
What if I’ve got 
no friends... 
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don’t answer thatl 
Are you satisfied 
with what you’ve done 
then? “Yes,” says Matt 
smiling. “That is, we wanted 


turned out better than I ever thought 
possible. I figured the game would be 
interesting and be able to teach the user 
about pool and how to play. It does all 
these things, but it’s also just plain fun.” 

Well, Matt, I certainly can’t wait to 
improve my game of pool with your sim. 
Have you guys got any other projects 
that are going to make me better at 




to make the best pool sim ever, and sports? “Sure. Our goal for the present 
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we have. We did have to make 
compromises in the game due to 
hardware and time, but when I sit down 
and play the game, I realise that it has 


and future is to make sports games that 
allow the user to be more involved in 
the game than ever before. The best way 
we can see to do that is to create the 
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For VR Sports 

Producer: Matt Findley 

Line Producers: Chris Parker and jeff Barnhart i|fa ;V; 

2D Art: Dave Finley ' -.lliffl 

3D Graphics: Chris Regalado and Rob Nesler 
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For Celerls: 

Production Manager: Steve Chaplin 
Lead Programmer: Ras’putin’ 

Programmers: Matt Soares, Steve Chaplin 
Game Design: Steve Chaplin and Ras’putin’ 
Multimedia Production: Ed Ritchie 
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Not exactly the Sheffield Arena, but VR Pool will improve 
your game, or your money back! Guaranteed! 


W-'" 
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^ Our designer decided to get a little festive with our very 
own VR Pool baubles. Very nice. 
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Up Jhcjt 

Cue rlriEjle 


sports in real-time 3D environments with 




motion captured players, realistic audio, 


and all the nuances of professional 


sporting events. Aside from pool, we 


& 


have plans for soccer, golf, and baseball 


titles, all of which should be out for the 


PlayStation in ‘96. Farther down the road 


there are plans for hockey, basketball. 


even boxing games.” Boxing? Hoorah! A 


fighting simulator that’s going to help 


me beat Prince Naseem Named! Matt 





Findley, 1 thank you very much 


-j-a-j 11 


for your time. Rack ‘em up and 


I’ll get the beers in. 
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These lines help you work out how to 


address the cue ball so you can plan your shot 


▼ It’s time to pot the black. Can he do it? 


Bugger. He rips the felt 
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et*s see what VR Pool has to 


offer then. There are 4 different 


games in all: 8-Ball, o-Ball, 


Straight Pool, and Rotation. 8-Ball 


begins with a full rack. The object of 


8-Ball is to pocket all of your 


assigned balls, or the 8-Ball on the 


break without scratching (pocketing 


the cue ball). This is essentially pub 


rules Pool, where you must pot all 


your colours and then the 8-Ball. 


The second game, 9-Ball is racked 


with the lowest nine balls in a 


diamond shape with the i-Ball at the 


front and the 9-Ball in the centre. The 


lowest numbered ball must be hit 


first. Failure to do so results in ball-in¬ 


hand for the opponent The 9-Ball can 


be pocketed at anytime as long as the 


lowest numbered ball is hit first An 


illegally pocketed 9-Ball is spotted, all 


other balls stay down. The first player 


to sink the 9 legally wins. 


Straight Pool racks all 15 balls on 


the table for the initial break. The 


object is to reach a point score 


determined at the beginning of the 


match. Any legally pocketed ball is 


worth one point Balls pocketed in 


addition to the called ball also count 


for one point A turn goes until the 


shooting player misses, commits a 


foul, or wins the game. A foul on the 


break is -2 points. Any other foul after 


the break cost you one point Three 


consecutive fouls result in a loss of is 


points. A foul results in ball-in-hand 


behind the head string. Players must 


call a ball and a pocket but other 


than that there are no restrictions on 


the type of shot taken. When there is 


only one ball left on the table, the 


other 14 are immediately re-racked so 


that the shooting player never has to 


take chances on the break. 


Finally, there’s Rotation pool. This 


also uses all 15 balls. The object of 


the game is to be the first player to 


reach 61 points. The cue ball must hit 


the lowest numbered ball first Legally 


pocketed balls count at their 


numbered value - thus there are 120 


points on the table. A foul results in 


ball-in-hand anywhere on the table. 


Illegally pocketed balls are spotted. 


So there we go. Hold on. I didn’t 


notice a mention of any beer! 
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tickling one of these hardened 
d-asses under the chin and 


Sonork Nezam 


Delara 


Gorm 


Believe it or not, but beneath the 
cybernetic exterior is a very mixed- 
up young woman. After witnessing 
the death of her family, Yenji 

became fuelled 

■■ kick some ass! 


This chap is a real tyrant, not only 
did he murder his brother to 
become the new Emperor, but he 
has also transformed himself into a 

□ kind of android 

maims without 


This disillusioned young lass is a 
dab hand at swinging a sword, and 
her shield makes it hard to get any 
good hits in. Her real talent, 

O however, is in 


Originating from the barren desert, 
Gorm is a huge green goblin-like 
creature who wields a mighty pole 
(oo-erl). Although his size makes 

him a dead 


Publisher: Vic Tokai 
Customer support: 01604 671415 
Expected price: £69.99 
Expected when: Out now (import) 


rage in Vic Tokai’s first PiayStation venture 
exceedingly pleasant 
i Queen of 3D beat-’ 


Future wars 
and what an 


Tekken 


sacred relic, but neither had the wisdom 
to wield its mighty power. Paranoid that 
the relic may be seized from them, the 
leader of the two clans ordered the 
complete annihilation of entire races, 
thus resulting in a long period of 
confrontation. The fact that nobody knew 
how to unleash the power of the relic 
was superfluous - all’s fair in love and 
war and all that. 

The result of this almighty clash is 
Criticom, a 3D beat-’em-up rich in 
gameplay, but sadly lacking in 
characters... there are only eight. 

However, the troop of strange beings 
that have engaged in battle are a varied 
blend of thuggish monsters, sexy 
maidens and trigger-happy bounty 
hunters - all with the soul intent of 
nabbing the relic for their respective race 
and laughing all the way to the bank. 

Th%,gaine kicks off with a splendidly 
rendered k||| se<i8ehce setting the eerie 
scene for Wplattles ahead. This then 
stides nicely into the futuristic arena 
whereby you select your desired 
gladiator. There, tike raging bulls with 
elastic bands bound tight around their 
todgers, the two forces lock antlers in a 
ferocious battle to the death. 


t a beat-’em- 
up with a difference. 

For a while now it's 
seemed like the way 
forward has been simply to 
better the graphics of the game before, 
rather than add anything constructive to 
the genre - wrong. Criticom, the very 
latest contender to Tekken's crown, has 
come from out of nowhere with a whole 
host of appealing features to warp the 
beat-’em-up genre to another dimension. 

Initially, it looks like another Battle 
Arena Toshinden clone, but once you get 
past the flamboyant special moves and 
^ fancy rolls, it takes on a whole new 

lease of life that looks set to 
become immortattsed in many 
games to come* but more 
% ‘^bout that later. 

Set * df 

■MMIHBI, the galaxy on a planet 

called Hyporia, this story 
H centres around an ancient 
t relic that endowed great 
powers to those who 
C possessed it - natisraHy, 

^ meant wac 

wWy Two clans took it upon 
rw themselves to take charM Of this 


A Dayton unleashes 
a high-powered 
fireball to try and 
topple the Satanic 
Exene off of the 
platform. 


t- Certain moves in 
Criticom allow you to 
inflict damage on the 
other player even 
when they’re down. 


iE 


* 





An 






they’ll probably decapitate you and urinate down your neck! You’ve guessed it, they’re bad to the bone, and I’m 
sure that you’re just dying to meet them. 


ON 

0 \ 


S.I.D. 

This strange contraption contains 
the mind of a departed Estarian 
(some strange race) surrounded by 
a formidable exo-sketeton designed 

for warfare. 
Although S.I.D 

I ,1 Robots reject, 

I I if <^30 string 


Demonica 

She may look like a scantily clad 
maiden with bristols the size of Good 
Year blimps, but Demonica is, as her 
name suggests, an evil monster with 

cosmic mind 


Sgt. Exene Dulalt 

Exene is a lean, muscular femme 
fatale with a bad buzz-cut hair-do 
and a tendency to wave batons 
around like T.j. Hooker (bad 8o’s US 

starring 

I I I Captain Kirk). 

■ ■ She may look 

* ,' I like crap but 

I she’s a good 
mm *■ I character to use 

H I because of her 

I. A wide arsenal of 

HhMinBHBMi combat moves. 



Dayton Trent 

Dayton is a ruthless soldier of 
fortune with a fast wit and a 
considerably wise “trust no one" 
attitude. Despite this though, he 

□ spurts out 

cheesiest taunts 

Music crooner. 


1 

i 



M Sonork and her twin engage in serious body blows after 
wearing exactly the same outfits to the contests... like, how 
petty can you get?! 


Unlike other beat-’em-ups, each fight 
only lasts for one round. But a neat tittle 
twist lies in the fact that each 
competitor has two energy bars (which 
deplete consecutively) which make for 
longer, even more intense rumbles. 

Each character starts the games with 
only a handful of special moves, but... 
and here comes the revolutionary special 
feature which distances this from any 


Of course, this nifty feature would be a 
complete waste of time if the game was 
crap, but thankfully it is brimming with 
rock-solid gameplay and graphics neat 
and precise enough to give Toshinden 
a few migraines. Sound wise, 

Criticom is jam-packed full of , - 

MM 

robotic hums and silky tones of 
the female persuasion - 
y’know, the kind of sonics 
you usually associate with ‘ 

futuristic stuff! The whole ? 

package fits together » ’ » 

perfectly, and although it : 

isn’t as compelling as ; 

Tekken, Criticom is still a 

9 

bloody good game. 


' Beauty and 
the beast! 

Exene displays 
some flash as 
she battles 
with a crazed 
military killing 
machine, if he 
was a 

gentleman he 
would let her 
win. ' 


other beat-’em-up, ever; you can 
UPGRADE your combatant as you work 
your way through the tournament! 

This means that you actually have the 
ability to assign more special moves and 
skills to your fighter as you go on, 
making the action even more vigorous 
and gruelling. Having this feature also 
means that you can gradually ease 
yourself into each character’s combos 
and move roster at a steady pace. 


Sounds 


Value 
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A Third person and you’re sitting in a 
gun turret.. 

T Shooting away in first person 
perspective. 



on a PlayStation 
magazine, playing 
loadsa lovely games 
with glorious graphics and 
sexy sounds. It’s a bit of a shame then 
that in a few too many cases, today’s 
gameplay is still stuck in the last 
‘generation’. So how does the last 
comment apply to Cyberia when it boasts 
several different styles of gameplay all 
rolled into one big action-adventure? 


In this game, you take the role of a 
post-modern spaghetti-western character, 
somewhat larger than life, but rather 
lacking in the charisma department. Zak, 
your man, has a mission. You must take 
him through the frozen wastelands of 
Northern Asia to locate and retrieve the 
Cyberia doomsday device. Your task is 



New-age t’s wonderful working 

techno 
club? Nope. 

Perhaps a 
bit of 

coffee and 
i nternet 

action? No Read-on... 

way Hose. 

Asam the 
Nomad 
finds out if 
Cyberia is 

as coid and owned by global underworld terrorists. man a gun turret or pilot a smart stealth- little too scripted. If you don’t follow the 

barren as it 
sounds. 


travelling around corridors and 
the like, with an over-the- 
shoulder camera view. As you progress 


nowhere to explore, to flight 
sequences where you only 
have to aim your guns and shoot at 


not made any easier by the fact that it is there are other sections where you must targets, everything in the game seems a 



O 


Information 


Publisher: Interplay Productions 
Customer support: 01235 821666 
Expected Price: £44.99 
^ Expected When: January 


Ho hum. Life’s never easy for a guy that 
always wears sunglasses. 

Sunglasses? Well, they look like 
shades, but they’re actually Zak’s 
scanning goggles, and they double as a 
communication device. ! want a pair. 
Anyway, this adventure has many 
different styles of play that you must 
literally battle through. You start the 
game in a visually stunning walkabout 


mode. 


bomber and destroy various assailants. 
Oh, and there’s also Zak’s visor view, 
where you take a first person perspective 
and must solve the 
odd puzzle. Sounds 
like there’s quite a 
variety... 

...but there’s not. 

The main problem 
with Cyberia is that 
despite being an 
action-adventure, 
there is little in the 
way of action, and 
practically no element 
of adventure! It’s far 
linear. The way 
the game has been designed 
means that there is actually 
very little you can do that 
hasn’t been predefined 
for you. From the 




action as you are meant to, you die. 
Simple as that. 

This rather regimented method of play 

wouldn’t be so bad if 
everything you had 
to do was logical and 
flowed well, but it 
doesn’t. Often you 
find you might want 
to check out another 
route on your travels, 
but sadly there is 
nothing to see. There 
are no clues to find, 
and no ‘alternatives’ 
to reach your 
destination. And, it 

can be as annoying as missing a junction 
on a motorway when you have to keep 
going back a stage when you die as a 
result of your curiosity. 

Don’t get me wrong, Cyberia’s not a 


corridor sections 
where you 


bad game - it has been fairly well 
thought out, but implemented badly. You 
get little satisfaction from playing as 
there is no real opportunity to really 
‘play’ around. You’ll soon find yourself 
getting very annoyed at the lack of 
choice in what you can do. Visually a 
fluid game, the same cannot be said 
for the gameplay. 













▲ I didn’t want to fly through 
this tunnel. 




me - shame about the ‘play^ 


■ yt 
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iberia’s a pretty darn 
cold place, but around 
the world there are some 
even colder places. These 
places are sad and err... 
lonely, and will freeze your 
little err... bits off if you’re 
not careful. Where are 
they? Let’s go through the 
round window to find out... 


1 My flat’s pretty damn 
cold. My cat tells me so, 
and she’s not wrong. 


2 Of course the polar ice 
caps are cold. A funny 
white bear told me that. 


3 Apparently Mars is quite 
cold, “Cos it’s got no 
atmosphere’’ said this little 
green bloke I met. 


4 I’ve been to some pretty 
cold parties - they had no 
atmosphere either. 


5 Talking about parties. 

I’ve been to some bloody 
‘hot’ ones, but they’ve been 
freezing cold, being 
outdoor all-nighters. 


6 It’s quite cold in water 
generally, especially if the 
water’s cold that is. 


7 If you let your bath 
water get cold, it’ll be cold 
in your bath. I hate it when 
that happens. 


8 It’s cold in a car when 
you get into it for the first 
time on a frosty morning. 
Lucky I haven’t got a car 
then. 


9 It can be little chilly if 
you stick your head out a 
car sunroof whilst speeding 
down a motorway. 


10 J.J. Patisserie (local 
coffee shop) girlies can 
a bit cold, let alone the 
food. 


6i 
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Standard view 

This is exachy like the Madden 


Close view 

This is a bit mote like ho.', one 
ivojlo imagine a next gen-c- 3 tion 
American football game to look. 
Big beefy players and oodles of 


View 


sosjewhat the amount of 
adtion visible to the player. This is a 
good view to use ne-'y tne endzone, 
but isn’t very effective eiseviff'ere. 


oach 


games, a standard, slightly angiec 


overhead view which works ouite 


well during play... it ust looks 


ig 


stuff. 


completely boring. 


NFL Game Day offers the player a 


wide range of gaming 




perspectives with which to carry 


out their various gridiron related 










shenanigans. Here are a few of 


t 




the better angles with which to 


r * I. 

'w ‘ . t-: ' t, ' 


watch da game! 


»«,'. r“ 



Publisher: Sony of America 
Customer support: No ILK number 
Price: £49 99 
Expected when: Out Now 



Does Europe know 
that America is 
racing towards 
another televisuai 
spectacle that is 

the Superbowl? 

Do we care? 
Opinion is divided, 
so let’s go pitch- 





merican football eh? 
it's a strange 
sport. You either follow 
it avidly like a crazy 
loony, laughing at Gary 
Imlach's feeble jokes and strutting around 
town in LA Raiders gear looking like a 

prized prat, or on the 
other hand, you detest it 
“ ' ’'^'■"‘1 with a passion. 

' I Personally, I like the 
■ game, but no video 
I game, for me, has ever 
I managed to fully convey 
just what it is about the 
iH sport which makes it so 
I compelling. I tried playing 
■ ■ if for real in my earlier 

years i didn’t agree with 
me... leg ended up 
like a flippin’ 
corkscrew!), 
and then 
^ there was a 

■ succession 

I of Madden 

m games 

i ^ 4 '‘4. T / 

. f i , V M gridiron on 

^ these hostile 

shores. OK, so 


TOUCHD 


► With the 
next wave 
of tactics 
established 
the players 
prepare to 
lock 
antlers. 




thev weren’t bad. but 

f 


not even 




nor any other American football ga'^e 
ever allows you just the amount o'" 
freedom to make those plays reailv 


count... and unfortunatelv. Sonv of 


NFL Ca-^e Dav g'aduates straight from 
the old ’.'adder school of gameptay... in 
•"act ■f'e-'e is only one redeemi.ng feature 


C C* L 


o^nd to p-even: it from being 


Out u-'d OL.t hp off. 


America’s NFL 
Game Day also 
falls short of 
having the 
necessary flair. 

Now that the 
PlayStation, and al! 
its power, are here, 
I want a first- 
person perspective 
gridiron game 
which gives you 
the freedom to 
break tackles at 
will, instinctively 
look for space and 
escape to score as 



• 

1 I C4 


s equ 



cistmssed to 
d'sco.e' that this., 
tne first ever 
PlayStation gmJkoi 
‘Tie plays exactly 
Hke a i 6 -bM same 



V/i t 


ded 



POvVS h'l the form of 
tne stighuyi 
enhancea visuals. 


-fte' 3 m.oodv 
consisting of 


helmets 


asr 


0 Hj d 


r^^^cered oitch, the 

K 

player is then faced 


well as actually make you feel as though 
those long passes are being thrown and 
received... the omission of any of these 
means that the player will never fully 
feel in control and get into it properly. 


with an over-complicated set up screen 
that, rather than soeK the options out 


c ea':.' ana co'' 


ciseiy, has eacn command 


ass'enec to a aiffeieot button - but 
doesf^’t actually tell you what does what. 
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A decent, if unoriginal, gridiron game 


FIR ST DOWN 


A Helmet dash - The 
moody intro is at least 
some indication that this is 
a next generation game! 


◄ Despite a strong effort 
from the big Buffs, the Jags 
get the much-needed first 
down. 


K ▼ View those magic, 

^ match-clinching moments 
vv again and again. 


The graphics are slightly 
more interesting than the 
content. I especially liked the 
zoom in effects when a player gets 
mangled amidst a mass of aggressive 
opponents - even if the burly players do 
turn into blocky masses. The sound is a 
let down, the only atmospheric boost to 
get you into the mood is a poor rendition 
of Queen’s ‘We Will Rock You’, and I’m 
afraid, in the UK at least. Gladiators has 

that one stitched up. 

NFL Game Day is a basic insight into 
the normally 

exciting world of 1- SEA/G 

American L . . Pro 

football, but I I j Q3 

certainly won’t be B'st Qtr . ...... 

satisfied until I I ^^~~V— 

can actually smell 1 
the mud, feel 
the crunches, 
and call my own 
shots... come 
on PlayStation, 

I know that you 
can do it! 


The result of this is that something 
which was probably intended to give 
you quick access into the action 
becoming transformed into a gruelling 
set up process which can eventually turn 
out to be completely wrong come kick 
off anyway. Dob! 

On first look, this game does emulate 
Madden to an unhealthy degree - the 
same graphics, the same plays, the same 
audibles. However, upon fiddling around 
with the controls looking for a ‘quit’ 
command, I stumbled upon an option 
that switches the viewpoints - which did 
rekindle my interest somewhat. No 
longer was this game living off Madden’s 
success to quite the same extent... and 
it even offered' something remotely new 
to the genre - cool! 

The only feature I could find that was 
truly unique to' Game Day was the player 
trading mode before each game starts. 
This allows you, obviously enough, to 
swap team members around just as if 
they were sets of bubble gum cards. 
Maybe that’s exciting stuff for kids, but it 
hardly had my pulse racing. 




▼ Do you ever get that 
unmistakable feeling of 
deja vu? 


Shotgun I F 


Looks: llllllllll 

Sounds: llllllllll 
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Back to the beginning 


There are seven games in all and we’ve given them each a rating out of ten! 


Pac Man: 8 


Galaga: 7 


Pole Position: 4 


Rally X: 5 


New Rally X: 6 


Bosconion: 7 


Toy Pip: 8 
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Contact: The Video Game 
Centre on 01202 527314. 
Publisher: Namco/Sony 
Customer support: No UK Number 
Expected price: £69.99 
Expected when: Now [on import) 


With 

technology 
in games 
improving 

all the time, 
Namco 
decided to 
release 
seven 

arcade 
classics. 
Play enters 
a time warp 
to find out 
why... 















oes it really seem 
logical releasing 
seven classic games 
that were around in the 
late 70’s and early 8o’s now? 
Mamco have done just this by taking a 
trip to their sealed vault in Japan and 
dragging out seven of the best for a 
PlayStation conversion. 

The collection includes the ever 
popular and regularly updated Pac Man, 
shooters Galaga and Bosconia, the cute 
Toy Pip plus racing games Pole Position 
and Rally X. You might be thinking ‘Oh, 
wow! Great’, but when you consider how 
many other classics they could have 
fitted onto a CD one question springs to 
mind. Is this worth a staggering £69? 
^ It really is wonderful though, 

watching the older members of 
% the Play crew get emotional over 
■ all these ageing titles! (watch 

^^*******^1 Once you’ve 
m chosen your 




kS 


Tr 




iliii 








game, you 
delve into a 
black hole of 
nostalgia that 
just keeps 
you firmly 
stuck inside. 
Load up Pac 
Man or 
Galaga and 
there’s just no 














turning back! Of course all the graphics 
and sound effects a'rd'pretty ancient 
now, but Namco have tried to spice 
things up a little with brilliant animated 
intro sequences and a 3D games 
museum to walk around. 

All the aspects of each arcade 
machine (apart from the bloody massive 
cabinet) have been included. The 
controls are extremely simple with the D- 
Pad controlling your individual sprite and 
one or two of the other buttons for the 
firing or accelerating. 

If you like games that look simple but 
are a really tough challenge then this 
compilation could appeal, otherwise you 
probably won’t be interested. 
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Looks: 

Sounds: 

Originality: 

Value: 




4 i - 1 ■, * (I 



* I * 

' ■<T' 




' v :-■ 








’:hi 


imrji 




























f;r£E YEAR’S SUBSCRIPTION TO ONE OF THESE MAGAZINES WHEN YOU 

BECOME A CUSTOMER OF LLOYDS BANK INSURANCE DIRECT. 


' Our excellent Value Cover policy will protect oil your home contents. Including 

your VALUABLE HOME COMPUTER and SOFTWARE PACKAGES. 



Cover includes: 



Full accidental cover for all your computer equipment 
Up to £2,000 per individual item 
Complete cover for all your expensive software 
Cover up to £35,000 for all your home contents 
Specialist ‘work from home’ cover available 
Interest-free monthly payment option 


So, call today to get a better deal on your home contents 
insurance, and to claim your FREE subscription! 


CALL 





NOW 


quoting reference L24JX to claim your free subscription. 
Lines are open 9am-8pm Mon-Fri, 9am-2pm Sat. 


Details of the free subscription offer will be included 
with your quotation pack. The reference L24JX must be 
quoted when calling for a quotation to be eligible for the 
free offer. 





MUSIC 

Makers 

witfc file •( mm 

file Met tiM tiw 

Hitt i* kt MvmiMe 

Kafka 

SPEAKS 

imh** mm t»r r**** *** 

fter« a »Mt fliMt te 
Mia 

CAFE 

Society 

«e«M •••t 

•• tiiMve 






UPCMDES 


WORMS THE DIG 
MAGIC CARPET 2 

MECNWAIimOR 2 SIM TOWtR 
PIWIA U HUWOMS FATAL lUCWC 
nu POSITION FI MANAOiR 
CAPITALISM MrrrCNHAVfN 
SHADOW OF THE EMPfROR 
TME in DEGRa MISSMM CRITICAL 
Pi.VALL '16 SOCCER '16 

mM a hMl'lMd nerel 


MNG 


««VP 







Over 600 BMgabytes of RAW tdrenelin 


PLUS! 


PLRYSrnTION 


SKAMUIl 

immt 


Magazine. 


1Hl PARENTS GUIDE TO SOFTWARL fOR CHILDREN Of All AGES 


And Worms 
Exclusive lovBl 


FREE! Limited edition Lone Soldier pin badge 


Nlnlondo 


Magazine 


the 100% Unofficial Qj 

Blasting Ridge Racpr .ipail 


iGames 


World 


i>»rt(sUlkers 
^itn Triloyy 
■Mmsl Ragt 


Exclusive! 


Powfi Socttr 
Shock Wm Amult 
Aswult 

lohnny B< 70 okjtonp 


Heavenly Bodies f 


pull out wall chart 

Oeslruclion Derby 
& Rayman cracked 




WINi 10 Panasonic FZ-1 3DO Systems inside* 


Issue One • fAnitmji‘95 • {$.99 


Arnffhiir 


pUyabtr demo of 
IVC » new bOHPng 
simulation* 

Brought to you 
ficluiively by 


11 T] 













Entomorph 


CoasarP 


SttBPshock 


^ J J 


’ ■* / M f’ # » ‘ V.f ** 



General insurance advice is provided by Lloyds Bank Insurance Direct, a division of Lloyds Bank 
Insurance Services Limited, which is a subsidiary of Lloyds Bank Pic. Registered in England No. 968406. 
Registered Office: 7 Perrymount Road, Haywards Heath RH16 3YE. 


























































































































reviews 




We’ve sprung a leak cap’n! 


he cream of console 

^ I ice hockey has always 

I been Electronic Art’s 

I forte - and as the old 

“V 

-. saying goes (well... one I 

just made up anyway), if you can’t better 
the best... don’t bother. NHL Face Off\s a 
typical clone of the EA series. Same 
perspective, same controls and even the 

- I 

methods of scoring are the same. In fact, 
apart from some mundane zooming-in 

effects for the puck-offs (I beg your 
pardon?), this could just be a standard, 
no frills i6-bit ice hockey game. 


It would appear that Sony of America 

are starting up their own sports franchise 

to steal a piece of EA’s limelight - and in 

the process they’re blatantly ripping-off 

their rival’s product. We’ve already had 

NFL Game Day which was basically 

Madden without the fat man, and now 

this. Is something going on that we'don’t 

know about? In its own right NHL Face 

0 ^ simulates the sport quite well, 

although there’s none of the typical fancy 

traits that EA pride themselves on - 

y’know like commentary, presenters and 

suchlike. If you can’t wait for NHL ’p 6 

then this is a reasonable substitute, just 

0 

don’t expect too much excitement. 


information 


• Publisher: Sony of America 

• Customer support 01512823333 

• Expected price: £54.99 

• Expected when: Out now 


A goal has 
been scored, 
and these are 
the blokes that 
scored it 


/#«■*/ Jr 


Only the goalie and a disorientated 
defender to beat 


^ ^ dangerous place to give away a ;|)enalty, if New York get 
the puck here they’re in a prime scoring position... or something 


oon to be released You’re not given long to find your 

officially as THQ’s first bearings before the enemies start piling- 
MayStation product. In on the pressure, and when it starts take 
e Hunt is a frantic a deep breath because it’s the last 
urine shoot ’em-up chance you’re gonna get. Armed with 
you could ever horizontal and vertical missiles plus a 

i/ith the sea on the whole host of potential power ups, your 
lore besides. Initially sub can cope pretty well with the 
lus, but fancy onslaught which includes both water and 

:he be-all and end-all air attacks. OK, so the enemy vessels 
ind keeping with that range from the lucrative to the bloody 
lunt more than bizarre, but this is prehistoric frenzied 

! rough exterior in the action, man! The two-player mode is 

g pretty good if you can tolerate your 

partner pinching your power ups (which I 
couldn’t!), but it’s still a age-old format 
which has been done far better before. If 
you’ve just beamed down from the far 
reaches of the galaxy and are therefore 
unfamiliar with this type of game a good 
time is sure to be had, if not then 
perhaps it is best avoided. 


A Looks like you 
interrupted some bloke’s 
kip, prepare to scarper 


Publisher: Irem 
Customer support: No UK no 
Expected price: £64.99 
Expected when: Out now 


A Two monstrous subs home-in on 
your pathetic vessel. 
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new El used consoles, games, & 
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Sony PlayStation Center 
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Salvo 

Exterminator droid who wields twin machetes, a 
laser, plus flame-thrower. 

Special moves: Flame-thrower, laser, 
projected machetes. 

Super special: Gargantuan fire-throw. 
Termination: Cremation. 


The barmy i 
army 

Stand by to repel borders - the tin-heads are 
coming at us in full force, and there are far 
more to contend with this Ume round. 


Chromax 

A heavy duty saboteur droid with freezing 
capabilities. 


Special moves: Freeze bolt, flying head flash bite, 
insu-slam. 

Super special: |el freeze attack. 

Termination: Creuphagous body dispersement 

^ Cyborg 

£*• ^ Recycled, revamped and re-energised for * 
S action, the Cyborg is back for another stab 
^1 at victory. 


Special moves: mid-air fireball, slam 
barge, flying uppercut and fireball. 
Super special moves: Multiple hit 
combo. 

Termination: Metastasis. 

Crusher 

As its name suggests, this is a 
purpose built robot for crushing 
things. 


Special moves: Projected scabbard assault, 
spinning scabbard assault, cleansing hre. 

Super special: Multiple 'cleansing" hit combo. 
Termination: Detonation. 


Special moves: Intercept thrust, stun beam, 
headbutt, spinning claw. 

Super special: Laser eyes. 

Termination: Capital punishment. 


Special moves: Spinning claw thrust: 
horizonlal, vertical and diagonal. 
Super special: Acid geyser. 
Termination: Total dismemberment. 


Detain 


A military police droid who fully intends to uphold 
the law. 


Deadlift 

The supervisor’s first of^pring 
mummy's boy. 


- a hardened 


information 


The first was a hazardous ‘black spot* 
on the beat ’em<up motorway to be 
avoided at all costs. But now Mirage’s 
robots are being resurrected with 
promises of gameplay to match the 
quality graphics. Ryan Butt and Ian 
Lynch lead the sceptics into attack, only 
to end up being pleasantly surprised. 

ise of the Robots 
emerged on a 
multitude of games 
machines late in '94 
when the beat 'em-up genre 
was surging Into overdrive. After the 
Instant success of Street fighter //, and 
games such as Mortal Kombat, every 
company in the business was eager to 

grab a chunk of the action 
- whatever the costs. 

The resulting (inevitable) 
catastrophe was a whole 
chain of unplayable 
turkeys too numerous to 
mention, but one will 
always be remembered in 
the malicious minds of 
game journos forever - 
Rise of the Robots (God, I 
can feel my stomach 
erupting Into 

uncontrollable spasms just 
thinking about itf}. 

After the wave of hype 
surrounding the game, the 


Design team; Mirage in house 
Team leader: Andy Clark 
Where at: 90% 

Target release: February 
Publisher: Aulalm 


i 


( 
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Resurrection 

interrogation 


T he sheer crapness of Rise i? 

Resurrection's 
potential? We 
unleashed a torrent 
of questions on 
Mirage to find out what the 
programmers and marketing types have 
to say about this *hof new product* and 
why lightning, for once, won't be 
striking twice. 

Play: Vl/hy did you ttiink $omo reviewers 
were so harsh on Rise of the Robots? Did 
you ^el it was fair comment? IF noti why 
not? 

luBa Coombs (MhMw Mtfiged: Some 
comments were ^ir and others 
weren't. Rise i was designed originally For the PC CD*ROM market which 
was an Ideal platform for it. When the game was launched, the CD POM 
was relatively new, and Rise of the Robots was the product lo show off 
Che new hardware. This was borne out by the many high reviews scores 
and Che sales which reached over 150,000 in Europe alone. The harsh 
reviews were mainly addressed at the console versions which, in 
development terms, were like trying to pour a pint into a half pint pot. 
They couldn’t show off all of the really good aspects of the game bui 
Instead were only able to offer 3 limited product to a beat 'em-up wise 
market. 

Taken individually, some of the chilclsms were l^ir and some weren’t, 
but we certainly learnt from them. 


Play: Why do you think reviewers thought it all went wrong? 

JG I think Chose who thought it did go wrong, did so because their 
expectations were so high that nothing could possibly match them. 
It was strange because we were getting reviews of over 90 % and 
then suddenly there was one at under 10 % > how do you explain 
that? f guess some loved it and some hated It - that’s Ufe. 


Was there anything you were planning to include In Rise j 
that had lo be dropped to hit your publishing deadline? Has 
It been Included In Rise 2 *. 

Not so 

much dropped to hit our publishing deadline, but it was 
more that there were things we wanted to do that, at the 
rime we thought were impossible. For Instance, getting 
different si2ed characters to jump over each other. We're 
much more experienced now with a bigger ream behind us. and 
that's allowed us to address the limitations of Rise 2 and add so much 
more and beyond in Rise 7 . 

PUry: it's a ^w months on from finishing Rise, you're planning Rise 2 . 
what are the problems you face and what do you decide to do first? 
How do you then implemeni your solutions? 

AG The first thing we did was read every word written about i?/se 
j and take everything on board. We also put into place a 
market resear^ programme which consisted of fbcus 
groups which gave us an honest view from the people 
that matter. One of the key things we then did was to 
employ more in house development people so that all 
formats would be based at Mirage. Having collected all 
the information and prioritised the things that we 
wanted to do. the most difficult thing for me as a 
programmer was to work out how I was going to fit in all 
our Ideas within the given time. 


Play: How are you going to win people over who were 
disappointed with Rise i? 

AG Give them Rise 2 . 


final result could never be as good as 
the producers needed It to be - and In 
actual foct it turned out to be for, for 
worse. Since the ravenous pack of 
wolves O e. those members of the 
games industry press not dazzled by the 
pretty face of PR) got their teeth Into it 
and proceeded to rip It to shreds. Rise 
of the Robots become the yardstick for 
measuring every bad beat ’em-up that 
emerged In Its wake. Familiar 
sentences such as 
this Is really crap... but at 
least It Isn't as bad as Rise of the 
RobotsT or "this makes even Rise of the 
Robots look like crept into 
magazines the world over. In short, Rise 
was probably the most fomous fighting 
game to hit the streets since Street 
Fighter U... but not for very 
flattering reasons. 

This adverse reaction only 
fuelled the passion of the 
game's developers, 

Mirage, making them 
determined to 
produce 
something 
which would 
shut the 
critics up 
and 

resurrect the 
growing 
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d>aracter5, 
more moves, 
does Rise 2 
sound good 
or what? 


reputation (he Congieton* 
based firm had begun to 
enjoy thanks to the pre¬ 
release hype for Rise it 
generated. As Andy Clark* 
senior programmer in charge 
of the PlayStation version of 
Rise 2 . says ‘Obviously the 
criticism hurt, but rt wasn't 
quite as dramatic as you make 
out. Rise s got d load of 
review scores over 90 % ClesusI 
Some reviewers were that 
gullible? - Ed) it also sold over 
a million copies world-wide and 
(t was still in the top ten of the 
Gallup charts a year after it was 
released. So it hasn’t been quite the 
doom and gloom you suggest. 
However, you’re right that rt did have 
critics and some of the comments 
were a kick In the nuts because we’d 
sweated blood and guts over it.” 

Now the teams have reassembled for 
another stab at the critical success 
that was $0 savagely denied to them 
on their first Rise outing. With new 
technology at their fingertips and 
radical new Ideas flowing harder 
than Niagara Falls after the monsoon, 
the chaps at Mirage are back, and 
this time Its no more Mr. Nice Guy. 


I am the 
resurrection 

Producing a sequel to Rise of the 
Robots is no easy task - not 
because it was so good that 
improvement was hard to come by, 
quite the opposite. No, after the 
massive thumbs down that greeted 
the original, creatirtg a sequel was 
like waiting for a safe moment 
to enter the lavatory after your 
flatulent mate had just been in to 
empty his bowels after a particularly 
heavy vindaloo bout the night before! 
Mirage are determined to get it right 
this time around, and maybe they 
have cracked IL 

Despite the many faults lurking in 
Rise of the Robots, only a fool 
would have knocked the 
visual appearance of the 
game - it was exceptional. 
And for the follow up. 


War 

A tltanitiin killing machine that poses a formidable 
threat. 


Special moves: Snap kick, barrel roll, grenade (ob. 
Super special: Grenade strike. 

Termination: Incineration. 


Suikwan 

A Samurai robot with a particularly sharp, metal- 
cutting sword. 


Special moves: Flying kick, projected purification 
sword attack, chi-sphere, slide assault. 

Super special: Battledress spin attack. 
Termination: Spontaneous combustion. 


Griller 

Vanquisher of buildings * a walking earthquake. 


Special moves: Somersault kick, plasma pummel 
attack. 

Super special: Foundation crumble. 

Termination; Pagger to the bone. 


Lockjaw 

A Sturdy loading drord, looking to ofMoad a little 
fnistration. 


Special moves: Dual hydro kick* head swipe, missile 
launch* headbutt. 

Super special: Multiple missile detonation. 
Termination: Electrocute and fry. 


Loader 

As before, only with bigger arms and a lot more 
fnstration! 


Special moves: Electrical ground wave, headbutt. 
Super special: Electric ground spikes. 
Termination: Ignition. 


Prime-a 

The strongest of the 
bunch, and now 
doubly psycho! 


Rage 

An evolved version of the Supervisor, see name for 
temperament! 

Special moves: Slide kick, flying uppercut, swan 
dive. 

Super special: Lightning meteor strike. 

Termination: Deform. 


Special moves: 

Ground smash. \ 
plasma swan dive, 
plasma punch, plasma 
somersault. 

Super special: Pinball 
attack. 

Termination: Plasma 
pummel. 
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Play: What makes a good boat 'om^up? Which past beat ’em'Ups 
do you think broke new ground? 

AC It's the whole package: variation of gameplay - 
k opponents and moves, its feel, lool^, responsiveness, 

^ challenge and depth oF game play. 

The first ones and the ones that took beat ’em-ups ' 
to the mass market. In my opinion are: Wsy of 
the Ejiptoding Fist, Imematkfnal Karate, 

Street fighter and Worta/ Kombat. 


/ J PUyt There's no Question the graphics were 
\3 ^tnart In Rise i, have you imorov«d them, if 
SO, how? 

J $«in NMb 9«lor Gnphle MiO: Rise 
i Is bigger and better than i?/se 2 in 
I 1 every way. which mcludes 
I f graphics. For a start there's so 

/ / much more of them. To rny mind the most obvious graphical 
J improvements are fn the Individual characters and the In-game 
^ backgrounds - of which there are four times as many. Both are much 
more detailed and therefore more realistic, Our experience now mearrs 
that there's been less trial and error and more of getting it right frst time. 


Play: Crunch time, what's been done to Improve the gameplay? 

AC The Al system has been re-written to new heights by implementing a 
complex database of Information. This allows the robots to react 
realistically to different situations by picking from a huge amount of 
attacks, counters and responses. There’s also Four times as many 
characters, hidden levels, weapons, projectiles, special moves, super 
special moves, combos, termination moves, dismemberment... 
shall \ go on? 


Mirage have really let themselves run 
wild on producing gameplay to match. 
Rise 2 offers the player 18 (thafs eight- 
bloody-teenl) selectable mechanoids to 
battle with from the start. That's (ike, 17 
more than the original! There's more 
though, locate and beat a further ten 
hidden droids and they’ll be added to 
the already bulging tally of metal-heads 
for you to chose from. 

The game is a straight forward 
continuation from the first saga. After 
debating the Cyborg, the Supervisor 
promptly sucked him dry of his 
Intelligence and used it to help create an 
advanced army of heavily-armed robots. 
She wants Co break out of the confines 
of the factory and seize control of 
/Vtetropolis 4, and, 
eventually, the world, 

Knowing full well 
that the Cyborg 
cocked lip his task 


crazed metal bitch, the Electrocorp 
Company have decided on a new tactic. 
The world’s last chance merchants have 
fed a virus into the lactory computers 
while the robots were plugged In (or on¬ 
line if you want to get technical about iO. 
This potentially damaging bug, know as 
the Anarchy Virus, has caused the 
Supervisor's deranged barmy-army 
to become so mixed up theyVe ^^9 
gone to war with each other. The 
virus hasn’t affected the Supervisor I 
though, she’s mental enough already, 
and so the Electrocorp Company 
launched plan '6'. Sensing that the brain 
patterns of the Cyborg were still present 
In the factory's computers, the hackers 
fed In an alternative program to protect 
him from the virus. Now In metaphysical 
form Q.e. plain old data), the Cybo^ can 


Play: On the same lines, one of (be original problems noted here was the 
sluggish speed and unresponsive control system of Rise t How are you 
addressing these problems for Rise 2? 

AC We've changed The emphasis on what number of frames of 
animation are given to what moves. For Instance, 
attacking moves require less emphasis or> 
smooth motion and more on speed, which 
increases the responsiveness, 

also removed the power-up bar 
which was induded i to 

accommodate the limitation 
the Amiga only having one 

9 ^ button. 


Playj How difficult Is It to come up with 

original spedal mov^? Have you been mRuenced by any other beat ’em- 
ups? If so, which ones? 

MMt Sfltfth (iknlnatton EdKor): As ^r as coming up with spedal moves Is 
concerned. It’s been made easier because theyYe robots, so that gives us 
scope to do much more weird and wonderful things than If they were 
human characters. For instance, one of them throws his head at you! The 
fact that we designed the characters ourselves also helped, because we 
designed them with specific moves In mind. 

The market research program involved studying other beat ’em-ups and 
we've also played them ourselves as well. Ifs important to look at the 
competition and we've been mfluer>ced In terms of Incorporating the best 
elements from each. 

Which ones influenced us? As many as we could get our hands on! 


Play: What has wori( 1 r>g on the PlayStation allowed you to do that couldn't 
be done in Rtse 1? 

AC Having programmed the Amiga versmn before, the PlayStation has 

given me much more freedom and flexibility to 

ensure that all of our Ideas can be induded. t _ 


Play: Having seen where you are at 

the moment, we think 

you'll do a lot 

better with Rise 2. Why 

do you think It could be 

a smash hit? 

IQ Because were getting 
comments like that from 
people like you! 
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^ The Cyborg now comes 
eciuipped with a neat dragon 
punch type move. 


now download himself I 

into the memory I 

banks any the | 

Supervisor’s 
crackpot 

henchmen. However 
out of the iS different 
types, it's your job to 
suss out which is the 
worthiest of the 
formidable task 
of battling it out with 
the Supervisor to regain control over the 
factory. In other words, in both one and 
to player modes, you choose from i8 to 
do the fighting with. But ifs a neat tale. 
SO excuse the indulgent waffle. 


Move over 

Each of the robots on offer now boasts 
a belting array of special moves which 
are a damn sight more accessible to the 
player than the ineffective, yawnsome 
crud featured in the first game. There are 
also exciting new 'super special' moves 
to And and master plus devastating 
termination' fatality-type finishing 
moves. Not to mention the host of 
combo sequences that have been 
bunged into the mix. Suddenly, you have 
the right to feel excited by the robots 
once again... let's fust hope they can put 
in the game play extras they're promising 
to do before deadline time -J5L, 

comes around. mim 


Rook 

An elite sentry guard droid that 
never leaves its post. 


Special moves: Projected # ' ^ 

jet attack, Ice ball, 0 ^ ^ 

multiple kick. ^ ^ 

Super special: Fireball v " 

rain. 

Termination: Supernova. ^ 

Steppenwolf 

A heavy artillery unit that is born to be 
wildl 


Special moves: Cannon 
armour pierce, dual gunfire. 
Super special: Napalm strike. 
Termination: Pulverisation. 


Assault 


A robotic assassin that strikes 
from the air. 


Special moves: Projected jet kick, blade swipe, 
chainsaw. 

Super special: Blade swipe attack. 

Termination: Internal inflation. 

Vandal 

In a clap of thunder, this lethal droid will bring new 
meaning lo the term 'buzz cut'l 


Special moves: Buzzsaw attack, chainsaw attack. 
Super special: Acid spit. 

Termination: Anti-matter shatter. 


A-class wacko more like - the Queen of all things 
evil. 


Special moves: Double kick, head whip, double foot 
kick, slide attack, acid ball 
Super special: Snake ball. 

Termination: Disfigurement 
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ou may not have noticed, but it’s freezing outside. You don’t want to be wandering around 
newsagents trying to find the last copy of Play before it completely sells out, you want to be sitting 
at home, having a brew, waiting for the postie to come a knockin’ with your favourite PlayStation 
magazine, that’s what you want to be doing. 

Make it easy on yourself. Simply take advantage of our generous subscription offer and your copy of 
P/a/ll be landing on your doormat before it appears in the shops. 

Or, if you know someone who’s particularly agoraphobic, make their life that much easier by throwing 
a subscription their way. They’ll be eternally grateful. 

Annual subscription to Play - no CD (12 issues) save almost 25% on UK newsstand price. 


UK £27.00 


Europe £45.00 


Rest of World £63.00 


Annual subscription to Play with CD will appear here next month, honest guv. Definitely the one after if it doesn’t. 

Please return the coupon, printing your details clearly in block capitals (It’s a bugger trying to read some of your 
handwriting) or a photocopy of it if you don’t want to cut the mag up (together with a cheque/PO made payable to 
Paragon Publishing Ltd, of course) in an envelope to the following address: 

Play Subscriptions, Paragon Publishing Ltd. 

Freepost BH1255, Bournemouth, BHi 2TA 


fax 


with your details on (01202) 299955 or email us at: subscriptions@paragon.co.uk 


Oh, yeah, nearly forgot: 

“From time to time Paragon send out news about exciting new products and opportunities that are of interest to 
readers. If you do not wish to receive such information, please tick this box □ 

That should keep marketing happy. 


Your Details: 

would like my subscription to start from Issue No 


If you are taking out a subscription to Play for yourself or as a gift for someone else, please fill the details below 


Name. Signature 

Address. 


Postcode. Phone Number 


Method of payment 


Cheque/Postal Order (please make payable to Paragon Publishing Ltd) 


D Credit Card 


Expiry Date 


Card Number 


If the subscription is a gift, please fill in the details of who you wish to receive the magazine 


Name. 

Address. 

Postcode. Phone Number 
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Didn’t we 


have a 


luverly day 




the day we 


went to 


Namco. La, la 


7 


la, laa...snip! Yes 





the Pfay^boyz have 




been out on patrol this month 


7 


and we decided to give it some 


large in London. We went to 


check out the latest arcade action 


at the cabinet-crazy Namco 


Wonderpark. Asam KV reports 




fi V 




s the old saying goes 





he PlayStation is a lucky 


machine really. It out- 


specs any other console 


currently on the market, and 


even looks good with its 


- the best just got 


r 


understated, but cool, grey shell. But lucky? 


Yup, our mean little machine is damn lucky. 


better, and Tekken 2 


for it is the only machine that’ll have near- 


\ 


blows away all 


perfect conversions from that king of arcades. 


j 


competition with its 


Namco, at least six months before the rest. 


rapid, frenzied 


# 

Doesn’t that make you happy? It sure does 


/ 


gameplay and drop- 


us, so we at Play, decided to take a jaunt 


dead gorgeous 


down to the Namco Wonderpark in London 


graphics. Since the 


to marvel over some of the forthcoming 


original broke new 


delights that will be hitting the PlayStation. 


First a little about the wonderful world of 


ground with its easily accessible 


Namco... 


control system and super smooth 


The Namco Wonderpark is based in the 


charm, this brilliant follow-up 


heart of London, just off Piccadilly Circus. It 


features two brand new characters. 




opened on July 22nd 1995, and has had over 


amazing new backgrounds, and 


100,000 visitors passing through it’s doors 


original new moves for each of the 


over the last six months or so. Recently, it’s 


existing combatants. There is also 


been home to the likes ofSoul Edge, Dirt Dash 


the possibility of boosting the ten- 


II I 


and Time Crisis, but they are yet to overtake 


character tally to an incredible 25 if 




the leaders in the overall popularity stakes. 


Those currently 


I • f 




getting the most 


play are: 


you can seek out the secret codes to access 


1. Alpine 


new opponents hidden deep within the 


Racer 


circuitry. 


2. Ridge 


Tekken 2 is an amazing improvement over 


Racer full 


the original, and looks set for a PlayStation 


SCALE. 


release towards the end of 1996. 


3. Time 


Crisis 

















characters added (making ii 

in total). 

This process is repeated until 
Namco gives the project the 
green light or scraps the 
whole thing completely. 
Assuming everything is OK, 
finally, a full production model 
then reappears in the arcades 
between two and three 
months later. Hoorah! 


people use the 
machine, and 
which characters 
and options are the 
most popular. The firm then 
takes it back to Japan and 
reworks the game on speed, 
animation and looks until the) 
have what they consider a 
perfect game. For instance 
Tekken 2 version B had more 


W hen the Namco boys 

come up with a new 
game, all models make their 
European debut at the 
Wonderpark simultaneously 
with going on test in Japan. 
The games go on test in 
London for anywhere between 


a month and a year 
depending on how popular 
they prove to be. 

During this playtest stage, 
one machine out of each of 
the games is fitted with a 
special analysis program 
which measures how often 


R if racing, skiing or even fighting games 
/ I aren’t enough for developing your hand- 
' eye co-ordination, then check this one out! 
Time Crisis is a shooting game, where you 
take charge of a gun and basically shoot. 
Shoot, SHOOT! There are two modes, the story 

mode where you must rescue the 
President’s daughter, or the frenzied I | 
time attack mode where you go all out I 4 
y and just KILL! I ^ 

i What makes this game even more I J 
\ innovative is an ‘action pedal’ I V 
> which allows you to play more I 
tactically, to duck away and I 
reload when necessary. Great fun. ■■■■i 


According to Peter Ruffle, the Centre 
Manager, the biggest revenue generator 
is the rather superb Ridge Racer full 
SCALE. And when you see that sit-in car 
and that wrap-around screen, it’s not 
hard to see why! Namco actually has two 
Wonderparks, the second is in Sheffield. 
The good news is that they’re currently 
scouring the country for suitable sites 
ready for expansion next year. 

The London site that we went to is 
home to 170 different cabinets split into 
four areas - the motor section, sports 
and driving games, a redemption section 
(you pay for tickets to use instead of 
coins) and the superb ‘Die-Hard’ arena 
which is packed full of beat ’em-ups. So, 
enough about the place, save to say that 
the Wonderpark is pure arcade-heaven, 
let’s get down to talkin’ about the 
games. 


T his game is the business! Namco, 

undoubtedly the biggest driving force in race 
games, have come up with an absolutely superb 
race skiing simulator. There are two race modes: 
the normal speed racing mode and a technical 
gate race that involves quite a bit of skilful 
slalom action. 

But the main feature of Alpine Racer has to be 
the control system. Standing on the specially 
designed interface, you control your man just as 
you would in real life, by leaning from side to 
side with your ‘ski-shoes’. You can sway, tilt, and 
slide, and the machine responds just as you’d 
expect. Brilliant 
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A nother fighting game? Sure is, 
but this one’s Namco’s latest and 
greatest offering. With Soul Edge the 
action is plenty, with eight 
characters to err... play with in a fast 
3D fighter. However the main focus 
in Soul Edge is the weaponry. 

On your search for the ultimate 
weapon, the *Soul Edgd, rather 
than having to rely just on your 

poor hands or feet, you’ve 
also got some pretty 
major blades to hack and 
slice away with. Great 
gruesome action! 





m 



A Here’s Ryan & Ian in 
typical catalogue poses. 


- 



\ 


A Ryan: “Hey, great race man! 
Asam; “Bog off hippy!’’ 




A ian on course for 
another great defeat 


e 


«fi»» 





jrt Dash is Namco’s off-road offering set across 
five stages of multi-terrain mayhem. From 


Downtown China to Snowland, via Grass, Jungle 
and Mountain stages. Dirt Dash is certainty not 
short in the variety stakes. There are even three 
different cars to choose from! 

The full arcade machine consists of an air- 
sprung cabinet to jolt you around as you 
navigate around a plethora of obstacles over 
varying driving surfaces. 

With two viewpoints, and a whole host of neat 
effects to polish off the game. Dirt Dash is a great little 
racer if you want a change from the standard fare. 
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T his sequel to Ridge Racer features a wide range of 
tracks, with some incredibly varied scenery and jumps 
too! Yup sure enough, this wild racer has a rabid range of 
twisty turns, with hills and jumps that are guaranteed to 
thrill. Playing this wild ‘n’ wondrous racer in multi-player 
mode is most definitely recommended for a bit of high¬ 
speed sparring. 

As far as we can gather the game is to appear on the 
PlayStation sometime between summer and autumn this 
year, but in the mean time check out the review of the 
awesome Ridge Racer Revolution on pages 28 to 30 for a 
taster of what’s to come. 


1 

1 ^^ 
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Welcome all 
once again to 
another jam 
packed cheats 
fest! The 
Station Master 
has had a bit a 
bit of a 
hoiiday in the 
States this 
month, so he’s 
fresh (and 
with a iovely 
brown tan) t 
give you so 
ioving, 
fatheriy h 

Many th 



for ali o 




that’s eluded 
the all- 

encompassing 
reach of the 
Station 
Master. 
Anyway, keep 
trying! 

Send your 
cheats, codes, 
whatever, to 
the Mighty 
Bus Conductor 
(sorry 
Stati 



BHl 2JS 




Passwords 

C = Circle T = Ti 
S = Square X = X 


Vari ous 

Enter your r 
all kinds M 


(PAL) Gaia Cheat!!! 


2 CTTXCCSC 

3 XTXSSTST 

4 STXXXTCS 

5 TCTCTXSS 

6 TXTSCXCC 


When the writing moves from right 
to left on the menu screen pres^ 
D, DB, B, Square (On Pad i). jfl 
You should hear the word “FigMl 
Now when you choose your 
character, highlight Eiji and pr^ I 
and X. Use the same joypad 
movements as Eiji to use Gaicfe 
special moves. 


j^ers : will allow you to choose 

any compeers. 

BCldlHmP the names 


Kali mode XOOSXTOT 
Thor mode SOSSTXTT 
Infinite TTOTSTTX 


Crime 


Animation Select Z 

At the title screen, press U, U, D, D, L, L 
R, R, and SELECT. The “START” 
option will change to “ANIMATION”. 


Suns Mascot 
Adrock 
MCA 
Sequoia 
Prince Charles 
Chow Chow 
Bill Clinton 
Hugo the Hornet 
Mike D 
Rivett 
Magic Hair 
Kirby 

Hodgeson 


Hidden Characters 

(Holci the Li and Ri buttons as you enter 
initials/dates) 

Frank Thomas FNK and JAN 8 

Larry Bird LAR and JAN 15 

Air Dog AIR and IAN 21 

lax lAX and MAR 1 
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to last month’s 


the Station 

Master has scraped up another 20 jZ) Lemmings 

KAMACiTE HOMALOID 

GUMMOSIS LALLYGAG 


Secret Options 

First, start the game, then pause it and select 
the options from the menu. Then enter either of 
the following codes: 


Shoot-out 

Square, Triangle, Square Cross, Square, Triangle 


Invisible Walts 

Cross, Cross, Cross, Triangle, Square, Square 
Square, Triangle. 


CAC0F060 

METAVURT 

SLOWBURN 

PELLUCID 


Curve Ball 

Triangle, Square, Cross, Triangle, Cross, Cross 


Super Power 

Triangle, Square, Triangle, Triangle, Triangle 
Triangle, Triangle, Triangle, Triangle. 


Super Goalie 

Square, Square, Square, Square 
Triangle, Triangle, Triangle, Trian 


mssm 


Super Offence 

Square, Square, Squar 
Triangle, Cross. A 


uare. Square 


Super Defence 
Triangle, Trianj 

mM 

Cross, TrianCT 


iangle. Triangle 


Two ships in Galaga 

Td^t an extra ship in the Galaga loading 
gameN^pId ijB^n the following when the 
PlayStatiOT\saje^ appears: 

Li. Up, Triangl^l^.’Now you will be able to 
blast the baddi«twic,e as well! 


Assault on Cyberia 

X, Square, Triangle, 
Triangle 

Rooftop Combat 

Square, Triangle, X, 
Circle, X 

Fight for your Life! 

Square, Triangle, Circle 
Square, Square 


Passwords 

Warehouse 

Circle, Triangle, Square, 
Circle, Circle 

Freeway 

X, Square, Square, Circle 
Triangle 
River Park 
X, Triangle, Square, 
Circle, Square 


Power Up 

To get powered up in this beat ’em-up 
then simply hold block and rotate the pad 
clockwise two full circles starting away 
from your opponent. If done correctly your 
wrestler taunts his opponent. If you 
perform a move within five seconds after 
the taunt, it will do four times the 
damage. You can power up only once 
during the match. 


Vdirious neats 

On any menufl|»en, tc 
compilatron tmipflate, ( 
screen, input |dIIow; 
Up, Left, Rig^iiSr^, 
Left, Right, S<^re,^^rc 
^ip^ip seiec^creen, t 


K Left, Dew, Up^Bft, Down, Rights 
Left, Dowi^Rj|yg||!^uare, X, Ord^^ 

On langttip|l^d screen, to play Jl the 

^ess: ^ 

iSrde Square, Triangle, Left, Right, Up^iT 
Square, Right. I 
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21) Find the out door teleporter to get 
an extra life on level twelve. 


13) Don’t hang around on levels three 
and four as the monsters regenerate. 


Hints 


22) Be careful not to rush into rooms 
that are full of robots on level thirteen 


1) Remember to use the run button to 14) Get prepared for Hunter at the end 
make a fast getaway. If you aren’t able to of level 5. 

shoot your way out, it’s a case of run or 

die! 15) On level 6, the fuel is hidden next 

four mud huts. 

2) Save your smart bombs for the areas 

crammed with blood-thirsty creatures. If 16) Be careful not to hang around on 
you don’t you’ll end up as a bloody mess level seven because the zombies 
on the carpet. regenerate. 


23) Do not pick up all the power ups in 
the room before F.U.B unless you need 
them. Wait until you die and then power 
up again. 


3) Smart bombs don’t effect Hunter. You 17) Look out for the hidden rooms on 

just have to face up to him, psycho to level eight. 

psycho, and compare your big guns. 

18) Get fully powered up for iiunter who 

4) When entering a new chamber, wait at is at the end of levels eight and nine, 
the doorway for the baddies to run 

towards you and into the path of your 19) Do not pickup all the power ups at 
mighty weapon. once at the end of level ten. 


G o into the in¬ 
game options 
and hold down Li 
and L2 for ten i 
seconds. Keep M 
holding these |Ptl 
press the M 
following kev 
sequences: jO 


20) Go to the left side of 
level eleven first to get ■>* 
the first two parts 
of the 


5) Do not pick up health if you already 
have 50% or more. You’re better to save 
it and come back to it when you have 
the need for it. 


6) Be careful of flame-throwing robots 
they can do a lot of damage up close 


7) Be on the lookout for cracks in the " 

'a 

walls. A few blasts from the big flesh • 
shredder strapped to your side and a 
room full of pick ups will be revealed to 
you. 


Right, Left, 
Right, Circle. 
Povver - Right, 
Down, Right, 
Triangle. 

Lives - Left, Down 
Right, Triangle, 
Square, X, Circle. 
Smart - Ri, R2, X 
Triangle, Square, 
Circle, Ri, R2, 
Circle, Circle, 
Square. 

Skip Level - X, Ri, 

Triangle, Ri, 
Square, Circle, R2, 
R2, X, Square, 
Trianslft X. 


8) Use the strafe button to produce a 
“wall of death”. Alternatively, terrify your 
enemy with your Michael jackson-style 
dance moves. 


9) A useful method of attack is to strafe 
backwards and unleash 32-bit death on 
anyone within range. 


10) Don’t waste your ammo, only shoot 

when you have to.Sorry, I’m not sure 

what happened there. Of course the real 
way to play Loaded is to run around 
senselessly, blowing up tables and 
looking at the pretty lights when you fire 
at the walls. 


11) The end of level one has a high 
concentration of guards, so get your 
smart bombs ready. 


quare 


12) Look out for the secret rooms on 
level 2. 
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□date 
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□n offer 


□nsors 








CD-ROM Games, 
CD-ROM User, 
Internet and Comms 
Today, Net User, 

PC Kids, PC Office, 


Power, PC Tactix 


3D0 Magazine, 
Amiga CD Gamer, 
Games World, 
SegaPro, 
Super Gamer, 


Encounters 



Paragon Publishing, publishers of the best-selling Today and the monthly Net User, has expanded its publishing ventures onto the Internet 

with its Web magazine, Paragon Online. With Paragon Online, you can communicate directly to any of the magazine editors, find out future magazine 

plans before anyone else, read the latest news updated by the magazine staff and have a jolly good time. 


All you need to connect to Paragon Online is an Internet account, a suitable PC, a modem and a telephone line. Alternatively, you can get on via a 
direct college connection. Once you connect with a World Wide Web browser, there are no hidden charges. Paragon Online is a completely free service. 


http 


Tune your World Wide Web browser to 


//WWW 




uk 


N*n!^. I mdiiif: \i»m oun 

<ss^ 


f. (. 


Publishin 


e publishers of this magazine, have vast Internet experience. In October 1994 it launched the first and 


PLAYIlREONjHEP;. 



fuelling Internet magazine, Internet Today. With the launch of Net User in April 1995, it became the only UK magazine 
Usher to have two independent Internet magazines. When it comes to the Internet, there is no more experienced 
publisher. With our ever-increasing range of Computing, Video Games and Sport titles. Paragon Online has developed into 

one of the busiest Web sites around. 



*source ABC 


r I. 


If you are an independent publishing company and wish to get youf magazines online through 
Paragon Publishing, email Mike McMinn at mcminn@paragQ§.cauk call 01202 200206. 

To advertise on Paragon Online on very favourable introd 
mcminn@paragon.co.uk or caM 01202 20020^. 



terms, email Mike McMinn at 
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It burst onto 
our second 
cover and 
stormed the 
ratings with a 
coiossal 92%. 
Now, Lone 
Soldier i s 
back and 
kicking more 
ass than ever 
before as we 
take you ali 
the way 
through the 
game. Over 
the next two 
issues we 
reveai the 
hottest 
fighting 
tactics and 





General tips for surviving in the jungle 


► Tribal statues always get 
brighter before they fire. Attack 
them from a distance to avoid 
their deadly wrath. 


► When attacking the natives, 
particularly the chiefs, always 
keep moving and they will never 
be able to hit you. 


^ The watch towers can be quite 
helpful - try to lead the enemy 
into the path of the grenades. 




needed to 
master the 
game. The 
bulk of the 
action is 
described 
over the next 
four pages 
and next 
time we’ 
take you 
through the 
climatic 

spaceship 

level. What 
are you 
waiting for... 
get killing! 


Level 1. 

Huh! No sooner have you started the game then you’re ambushed by soldiers 
cunningly concealed behind the trees. Study their positions and then, whilst 
keeping your distance, pick them off one by one. When you come to the 
steep hill with the gun tower situated at the bottom, grab the rocket 
launcher from behind one of the trees and destroy the tower from a distance. 
The rest of the level should be - 1 emphasise should be - plain sailing 
thanks to your trusty rocket launcher. 
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General tips for conquering the canyon 
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^ Mortar men can be easily defeated if you get close quickly. 

^ The gas grenade soldier fires deadly poison gas, run past the 
grenades before they explode. 


^ The dogs are hard to kill - the best way we found of making 
them scarper is to stand still and shoot at them as they chew 
away at your balls. Just, er, grin and bear it. 
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Level 1 

Out of the jungle and out into the open as y 


eak havoc through 


a picturesque canyon. Start the level as you mean to go on by 
peppering the foot soldiers with bullets. As you walk over the hill, 
grab the bazooka and reduce the watch tower to rubble. The next 
hazard is a tank which can easily be destroyed provided you have 
saved a couple of rockets, otherwise get close and avoid the gun 
turret. As you go through the tunnel, prepare yourself for two soldiers 
that drop down from the other side on a rope. Another tank will 
attempt to get you as you emerge from the tunnel so be more than 
ready to rock. 

Just around the next bend, you’ll come to a log resting across a 
ravine. Kill the rocket man and then wait on the log. In the distance 
you should see two oil drums with soldiers coming up behind them. 
Simply fire off two rockets at the barrels and let the explosions take 
care of ’em. Up around the next hill is an enemy encampment 
complete with tank and watch tower. Obviously the tank takes 
priority in the killing stakes, so get to work. Once past this little 
barrier, you’ll come to a split canyon. Take the right side and then 
pick off the rocket man and the dangerous mortar launcher as you 
emerge the other side. 




Level 

When you begin the level, pick off the two foot soldiers that come 
towards you and grab the flame-thrower behind them. Now use your 
new weapon to attack the mortar operator. As you progress through 
the level, you’ll come to a big ravine with paths stretching off both 
sides - take the left route and then grab the invincibility crate as it 
falls from the sky. This gives you the added strength to overcome the 
tank easily. Now grab the bazooka laying at the entrance to the next 
section. As you go around the bend, beware of the cunningly 
disguised minefield. Kill the lone foot soldier and then use your 
bazooka to take out the opposing rocket man on the rope bridge. 
Walk up to his peppered corpse and wait - in the distance at the 
other end of the bridge, more soldiers should come into view. You’ve 
got the rockets, so do your stuff. 

As you walk to the end of the bridge, look skyward for the huge 
helicopter flying overhead, it will perform a fancy turn and then fire a 
couple of deadly missiles in your direction. Evasive action is vital - in 
other words, leg it! 

Now simply dash to the end of the level taking out the remaining 
soldiers. Just before the exit, you’ll come across two grenade-lobbing 
scum bags on the railway, take them out with a grenade or your uzi - 
either way they’re a pushover. 
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Level 3 

This level is the ideal opportunity for a mass killing 
spree. There is nothing much to overcome other than 
legions of foot soldiers so the key is to go slowly and 
pick each one off as they appear in the distance. Once 
you’ve bagged the first lot, grab the idle M-6o rifle and 
get shooting. At the top of the next hill is a rocket 
launcher. Use your heavy arsenal to take out the 
onslaught of enemy troops as they attack in full force 
over the next series of hills. Eventually you’ll come to 
another enemy encampment. Hit the tents first, followed 
by the truck, for the maximum effect and hopefully 
you’ll bag a few baddies in the explosions. 

The last hazard is a tank. It can easily be destroyed by 
using the same techniques as before. Get close and 
avoid his sights. 



Canyon Boss 


Before you can exit the canyon, there are several last 
obstacles which must be overcome. Firstly, take out 
the foot soldiers that hassle you at the start, followed 
by the devious rocket men. You should see an enemy 
encampment in the distance by now. Blast everything 
in sight and then turn your attentions to the 
pillboxes. The last hazard on this level is the vile 
scum that emerges from the hovering helicopter. Take 
out the first two rocket launcher men as you would 
normally. Then, when the big mean dude drops down, 
hide behind the pillboxes and observe his routine. 
You’ll find that the safest way to hit him is when he’s 
mouthing off at you. Simply fire short controlled 
bursts whenever he’s giving it some lip, and before 
you know it the stupid sod will collapse and die a 
horribly grizzly death. 
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^ Try to kill normal enemy 
soldiers when they are in 
the open. They will become 
more aggressive if trapped. 

^ Save bazookas for 
bosses and bigger enemies 
(tanks, trucics etc.) 

^ Extra health power ups 
can be left behind whilst 
you deal with a tricky 
situation ahead, then 
simply return for them 
when the coast is clear. But 
don’t go too far ahead. 

^ Learn to use the sight 
and rotate keys for accurate 
aiming and killing. 

► The flame-thrower is 
better for close up attacks 
but only use very short 
bursts at a time to conserve 
your fuel. 

^ Attack all pillboxes from 
the sides. 

^ The bazooka is better for 
long distance attacics but 
avoid firing it at point blank 
range - it can be extremely 
damaging for your person. 

^ Shooting trees can cause 
a fire which kills any 
enemies using them as 
cover. 

^ Use barrels as weapons, 
shoot them and they will 
kill any nearby enemies 
when they explode. 

When trying to kill 
bazooka-armed foes, time 
the missiles and dodge 
them, enabling you a 
chance to counter attack 
between each one. 

9 

► Play the game as much 
as us and you won't need 
any tips. 

>■ If a zip sticks, rub a 
pencil on it and it will move 
more freely. 


85 


^ Go away, my head hurts! 
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Ragman, it’s a 


bastard to 


finish and no 


mistake. But 


you wili, we’ve 


decided. Here 


we go again 


with part two 


of Play's guide 


to one of the 


hardest 


piatformers on 


the Sony 


PiayStation. 


This time up 


we scale the 


heights of 


the Blue 


Mountains, 


battle through 


the colourful 


Picture City 


and confront 


the dastardly 


Space Mama. 


So, if you 


need help on 


any of the 


levels, look no 


further than 


our top quality 


guide 


maps 


included! Sort 


it ahhrrt. 
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Mountain Level 3: 

Crawl left at the start to find a power up. The blue spiky balls that block your way whilst riding the 
cloud can be punched out of the way. At the end of the level, jump into the empty space following a 
trail of tings. Grab the hook whilst falling to swing to the exit. 




tv. 
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Mountain Level 4: 

Throw Rayman’s fist at the protected cage to break it. At the exit sign, kill the hunter and jump to 
where he stood. Clouds will appear which lead Rayman to an extra life. 
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Mountain Level 5: 


To avoid the falling rock 
the end, fall into a h(^ 


Qcks^ar 


ang onto the edge of the platforms and they will bounce over. Towards 
kt following a line of tings. Kill the rock monsters at the bottom and get 


the power up. Clouds \(j^ill appear to lead you to a hidden cage. 
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Mountain Level 6: 

Break the rock to free the musician’s guitar - he will give you a vial that fielps you to 
fly. After the first photographer, walk and fall down the hole where a cage is located. 
After the second photographer, fly for a bit and get the power up. Beneath it is a 
hidden cage. Grab an extra life under the exit sign. 


Mountain Level 7: 

Cut the frayed areas of the ropes with your flying hair. Cut as much as possible in one 
spot. Once you reach the grass, fly into the opening where there is a hidden cage. 


Mountain Level 8: 

Once you have passed the rising water, continue left to reach a series of clouds, which 
lead you to a cage. 




Mountain Level 9: 

After a long walk, fall down before Rayman reaches the grass to find a magician. Jump 
into the next cavern to find a group of tings. After the photographer, jump to the left 
into the second cavern to find a cage. Punch your fist at the lava balls whilst jumping 
into the air - this will stop Rayman sliding. Once you reach a series of bkie steel balls, 
jump into the second or third cavern to find a cage. 
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e Level w 
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Before jumping on the pencils, knock the yin/yang ball and jump onto it. Jump onto the next platform and go right to find ting*.a«nd a cage. Whilst on 
the first pencil, jump between the two pencils above to get a power up. Grab it and a plj^form will appear on the right, which gives you access to a cage 
that appears later on. 


At the end of this level eight yin/yangs will appear. Climb to the left for a 


the ting, which makes a cage appear on the 
far left. Retrace your steps until you reach 
the platform that will take you to the next 
level. 









on. A platform now appears!** fcmp on it and g|b left to reach 






r» 







Image Level Z: 

At the end of this level, knock the yin/yangs 
to access a free life. 



Image Level 3: 





Don’t get the first fairy. Grow big to get the first cage. Jump onto the square bouncing eraser and 
you can wind up and punch the yin/yang to the left. Return to the bouncing eraser, jump on top 
The second half must be done twice - 
once in large size to get the last cage and 
once in small size to get out. At the end, 
grab the flying hook and touch the faiiy to 
become small and escape the level. 


moving platform to the right. From here, 
and punch the cage. 





,r . u.. 





w- 

Image Level 4: 

Spare Mama confronts you here! You can’t hit her when ^e shields herself with a rolling pin. When she flies into the air, hit her. 


. .cil Pentathi 

Image Level 5: 

At the second group of red pens, drop down between them and grab one of the hooks. Swing over 
bouncing erasers. Knock the yin/yang loose, push it to the right, jump on it and jump across to the 
power up. and a cloud of flying hooks will 
appear to the right. Swing on them 
rarefully to get to the exit map. 


Image Level 6: 

IKe the hi*h( opter power to get paspthe 
spikes pointing down. Jump over the exit 
sign anil a lage will appear beneath you. 


Image Level 7 


Follow the tings - they indicate a route, which 
get past everything. Remember that there 
is a cage in this section. Once you reach 
the power up, platforms will appear to take 
you to the epii. 

















7 


Crater 


Image Level 8: 


To get the cage trapped between the yin/yangs, swing off the flying hook, 


There are two exits on this level. On the lower level exit, you can’t reach 


punch the yin/yang while in the air and grab the hook once more. Jump over 


the upper level to find the cages. You have to re-enter the level! 


the exit sign to reach a cage. 


Image Level 9: 

After reaching a magiWarfJ^ right 
until you reach a dead eno^n 
extra life will appear on the other 
side. Go back up and jump down 
the hole, which will reveal a cage 
guarded by two hunters. After the 
photographer, a cage will come into 
view which is high up. Keep going 
and slide down a V shaped hill, 
and from the extreme right, slide \ 
back to gain speed. Jump from the \ 
left edge to reach a higher level, 


which leads t 


ge. Follow the 


tings down the ■cfdle of the V 
shaped hill to find the exit. 


Image Level 10: 

Move around on the platform and 
avoid the things that block your 
path. Jump over the exit sign and 
onto the can of paint. A platform 
will appear which takes you up to 
a cage. 


Image Level 11: 

It’s that big fat Space Mama again! 
She can’t be hit when she’s pointing 
to shoot with her dreaded rolling 
pin. The washing machine also 
protects her. When she’s behind it, 
try to avoid the lasers and punch 
the machine. The vibrations from 
Rayman’s punches will eventually 
break the machine. The dial on the 
machine will indicate how many hits 
it has taken. 




m 






v< 
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of my letters page this mo 



iMlt look at the size 
We are only four 


issues old and already the local Post Office is 
complaining about the amount of mail they have to deliver every day. They’re 
complaining? What about me, I have to read and answer it all! 

Only kidding, reading readers letters is always one of the coolest parts of this job 
and I hope that you’ll keep them coming furious, that postie’s been getting on 

I r 

my tits anyway! 

If you want to have your say, or if you fiave a question you want answered by the 

K 

country’s hottest Playl^atiph Posse, then tvrite to: 





Arena, Play, Paragon Publis^illg ltd. Paragon House, St Peter’s 
BHl 2JS or e-mail me at: flp 



ii|gon.co.uk. 




I 

d, Bournemouth, 


» 

Dear Dave, 

I would like to voice three points regarding the 
Sony PlciySttition. f irstly, utter rending issue ,'’s 
urticle on Sony’s disc tTkinuliK luring, I urn 
oulruged by the length Qf time nnd IflCk ol 
inlormntion on exadly when Mortal Konib,il j is 
(lu(' out. Its release date has been put btu k lour 
times now. 

Virgin Mc'gastore told me it would b(‘ out on 
October ^oth and tluMi the ?/{U, I was ttuMi told 
by FdayStation direrl, a mail order company, llial it 
would b(‘ out on November i/th and tiav^ now 


X. 


been told softietime in Deiemtei, maybc^ the inth 


(a^ Obtain t.hu proper cortrecUon as I will no 
lon^'F [i?ive a need for the previous connection. 

Ihircity, I feel that Ifie TV advertising by Sony 
for the PlayStation is awfiil. 

Ihe‘ latc'sl on(‘ wtiich features tti«it *man’ with 
the glasses holding up a slick, is ludicrous. 
Compared to the Sega Saturn advert, tlu' Sony 
one looks cheap, naff, arul dull. 

If, on th(‘ basis of watcfiing these* v<iric)us 
adv(‘rts. I tiad lo dioose a nc'xl gcMieration g«ime 
console*, I would opt for the Saturn. Why doesn’t 
Sony stiow off sonu* ol its «im<i/ing grapliics and 
great g<im(‘[)lay.'’Witli games including Icklu:ti, 

f lA 

R<iyni,iii, Ik'sliiH tion /Vv/;y ,iiid Wipeout, 


out wittilthat Stupid :>tick. til tiict, t’vo just thought 
of .1 iVcill)f cool thing to do with that stick... Get 
that btokel^,,. 

/As tor the Eormect ion leads lor the PlayStation, 
there is no excuse Is there really lor a huge 
hardware maniffacturer like Sony to mess up so 
badly? Soltw<ire cock-ups you can lorgive as it is a 
fairly new field tor them, hut tot a CQSttpart^ 
produces millions of hi lls, fVs and vidfns 
year... tdi, hh! 

Oh yeah, and Mortal Konihat i should be out 
hy the time you read this. 






I b(‘lieve Sony b liolding up cc'rtainMiOs lor a 

s 

special Christmas lauiuli, as (jamesl\/l.!st(^'>> 
[jrc'vic'wed Mortal Koiobal i in Oc tober foi (lie C; 
PlayStation. Would you agr(*e witti Itiis, as your 
article nuuk* a lot of sense to me. 

Secondly, like Richard Bruce* from l<(*iil I too 
couldn’t gc*t liolcl of lilt* AV conneclion and lieiicc* 

i I 

as 1 luivc* a Semy Nicarn IV and vidc^o, plus a Hi fi, 
I [)ur(liased the srart connection to enjoy botli 
c*x(ellent ster(*o sound and get an excellent picture* 


Could create ati (*xc(*llc*nl TV advei 
^ ddv(‘rtisc* these insl(*<Hl of a stirki 
S.A.P.S.!!! 


Kii|h, Kingsbury 




Dear Da 

Nice to 

is die rest? I Ihoufffrf this was supp 



t where 


-vT 


pro 


b4. 


r summut but all I see Ts a 


liiip one. I think 


to ba a hit too 


t o o! 

Wtien I load g«nnes, the screen goes black and 
CcHi see faint gliostings of FV (irogrammes. I feel 
chetked by Sony, «is, it the officitil cable Wtis 
readily available, I would have purchased one. Are 
Sony litible for com|)t*nsation, if at some poifit I 


Y(\ih Keith, Km wit! 
son;e//V//c*s ii(lvertisin§ 

4 

(level and, whilst Km sniP tim nds 

voiy (ool and trondy a concept, after a 
while the joke does W(\ii hit thin. I he bc's/ 
thing Sony could do now /*. to film anothei ad 
with that iinnoying nerd with the cj/asses getting 
/as guts blown till over th.it sitkiy sm*e/ tamily hy 
tin angry PlayStation owner with a l)loody hig 
shotgun! Jhen maybe have thosi^ diimps sliding 
around in all the gore heating (\ich others htains 



ng som 


on line A 




ff 


s supposed lo be -- 


*s I am used to? 


Reviews on (lemamJ 1 



like to be 


looking at but I r(*iilise the tlme^hd effort needed>-^, 
to set the ckimn tilings up. 

Anyway, enougli grumbk*s. 1 Imve bc*(*n an 
Amiga faithful lor thrt*(' y(*ars but Wtinl tluit P( 
type g<iming ('X[)erience without luivifig to take 
out a (iKissive lo<in and so decided on your mag 
as a start (Issue ?). llie reviews were well detailed 
and very c'asy to skip over ratlu*r tliaii wade 


1 


arena 


through word by word. I hope this style continues 
even if some of the screen shots were blown up 
so much all I could see was a screen full of pixels. 

However, your magazine alone will not (ever?) 
convince me to actually buy a PlayStation. Every 
single platform magazine writes in the same 
(n^aturallyj biased style, but what is making me 
think hard is an article I read (different mag) 

about FIFA ’p 6 . i never was very good at footy N^U©3LT U01VS 


Sony deliberately holding back third party 
PlayStation titles are clear for all to see. We can 
only hope that Sony are not so stupid and cynical 
so as to do such a thing, And that they are just a 
bit unorganised and slap-dash instead. I guess 
time will tell. 


games 


Electronic Arts to give details of what priority 


programming 




you 



t order for 


PlayStMion, PC CD-ROM , ^atijiuyc 
gameptay. This must have hit Seg|nike a IqaiJ ' 
weight! 

Previously FIFA meant Mega Drive meant SEGA. 
Word will now spread that Madden’s, Hockey, etc., 
means PlayStation (and I hope that will be true). 

Sony should realise this huge potential in EA 

» 

(and others) and stop hogging the p 
I was outraged tO~reud (true or false) of 



greedy monopoly tactics for Christmas sales-.-As 
Economics graduate in corporate strategy togethei 
with Sony’s refusal to comment I can only really 
one conclusion. Bottleneck my arse! Building 


d 


a^her production factory would take too long 
but' do they not realise the market share they 
could grab merely by contracting out CD 
production even on a short term Christmas one 
off? I think they do, but this would mean third 
party products in direct competition with their own 
(perhaps they think inferior?) ones. Short term 
greed always seems to triumph over long term 
benefit in corporate strategy and it seems Sony 
are no different. Christmas (and the Jan sales) will 
be pivotal as to who gets the best start and I just 
hope Sony are less short term than their other 
main rivals. 

Mark Booth 

0 ^ 



First oft, let me say that Paragon On-line, our 


I 


M^itHi is still very 


IB) 


in the early stages of 


This may g^ longer than I want but please read it 
all. 'n. '' . 

Your answer to SimorN^iprris in Issue 2 was 
both misleading and mote than a little unfair with 
the dig about buying a Jap/NSTC PlayStation. 

You stated that the Japanese machine will only 
play PAL games in black and white. Wrong. 

I had a Jap machine. After booting up with 
Toshinden (using the spring/match stick technique) 
I could play all the PAL games in full colour. 
However, to achieve this you must have the official 
RGB scart lead (some cheaper third party leads 

‘■S, 

give a black and white picture). The only gSme 

I 

.wouldn’t work on a Jap machine was 

ft 

ings (also Wipeout only plays four of the 



ftacks, though otherwise the game plays 


necting the composite output to a phono 
socket on the TV does produce a black and white 
image though, so I can only assume that this is 
what you were doing. 

I would hope that this was a misinformed error 
and not an attempt to put jap PSXs in a bad light. 

Also, you had a dig at Simon for buying his 
PSX instead of waiting for the UK release. I 
bought a 32X and a Mega Drive last year and had 
to make do with only three games. New releases 
after those three were very scarce during the time 

I had ii. for (eight months). I sent the warranty 

# . 

* • 

away^^xpecting my vouchers for a tenner off my 

* 

next five games, only to be totally ignored 
(remember this is an official UK operation). 1 never 
got them. So much for buying English stuff. 

In the meantime I was offered a Jap PSX with 


its development. It will not be fully functional until three games (Motortonn Grand Prix, Ridge. Racer 


around the end ol January but with the time and 
money that we are putting into its development, I 

r 

am sum that it will be an absolute stonker and 


and Jumping Flash, for /yj<> quid. I bought it 
because the UK date was still undecided (the PAL 
unit finally came out about five months after I got 


probably one of the best sites on the inlormation mine). My Jap machine had a limited warranty i 


superhighway. 

As for us being biased, no, no, no. We pride 


no 


iviy VI V 

guarantee of running UK games, ye 

I rr^rv>/^r* ki 


ourselves on 



s giving a 100% honest 


had more games available than the 3.2X ever had. 
I then bought Tekken, three months before its UK 


opfffion. Tha^^d though, we do obviously enjoy release (full screen and no squidging of the 


working with the PlayStation immensely. If you 
want to further check out our impartiality, why not 
treat yourself to a copy of our sister magazine 
X*Gen, which is a multi-format with no real ties to 
any particular format. 

9 

Finally, I think the economic consequences of 


characters), ft is, in fact, better than the UK 


version. 


Prior to buying the PSX, my friends around me 
were all waiting the outcome of the Saturn/PSX 
war. My PSX single-handedly swung them to Sony. 
The jap machine convinced them totally and was 


directly responsible (through me) for five PAL PSX 
sales (how many they’ve convinced now is 
unknown). I know buying a jap machine is 
frowned upon by the retailers, but at the end of 
the day, we in the UK are expected to wait as 
much as 12 months longer than the japanese 
market, a sad state of play really and little wonder 
that some of us jump the gun. I must state that I 
sold my PSX and bought a PAL version as soon as 
I found out that the PAL machine plays import 
games with little or no decrease in either screen 
size or speed (through a scart lead). With this in 
mind I do not discriminate against jap owners, nor 
do I feel should yourselves, after all, it’s still a 
PlayStation. 

The next statement was worded very, very 
carefully. 

I was a little disappointed that you didn’t give 
Simon more of a hand with his problem. Pointing 
somebody to the Internet doesn’t help if you have 
no access to the PC world. A quick description of 
the PSX architecture and the need of getting it to 
read a jap machine from the audio screen before 
svtfapping for a PAL game without the machine 
knowing you’ve switched discs would have given 
him all he needed to work it out. 

Anyway you’re an unofficial mag so why not just 
tell him outright (mind you, telling him outright 
might deny you your cover discs I suppose). The 
reverse of getting a PAL machine to read jap discs 
is also true. 

To use your own words (Issue 2, page 6) the 
PlayStation does not belong to Sony, it belongs to 
everybody who enjoys top quality gaming, we are 
all partners in this venture. 

Finally, a few facts you may find of interest. 

A jap NeGcon controller works with a PAL 
machine. 

Memory cartridges are not inter-changeable 
between jap and PAL. 

The original action replay works on both jap 
arrd PAL machines. 

Action Replay 2 (European version) when 
plugged into a jap PSX allows you to use the 
rapier cheat, then save it back to your memory 
cartridge in the other port. (This also works on a 
PAL system). Unfortunately the European replay 
can’t influence the jap copy of Ridge Racer or 
Jumping Flash regardless of what the main system 
is (so it is worth buying PAL games as well). 

Lastly, the church/hall/etc. effects during audio 
CD playback on a PAL machine are not available 
on the Jap machine, it can only play like a normal 
CD player. 

David Lord 

Unde Tom Cobieigh and all... I feel you deserve 
a round of applause. Defensive, moi? Somehow 
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comparing the PSX to the Mega Drive 32X doesn’t 
really seem fair now does it? And if your imported 
machine was so bloody brilliant, how come you 
sold it? 

I think you misunderstood what I was saying in 
Issue 2. There is nothing wrong with buying an 
import machine so that you can play on a new 
format before anyone else. Many of the machines 
I own are foreign because I wanted to be ‘in the 
know’ as do most hardcore gamers. But, buying 
an import machine does bring its own problems, 
as you obviously discovered otherwise you’d have 
kept hold of yours wouldn’t you? That particular 
reader wanted to play Wipeout and couldn’t. I’d 
say that was a problem. 

You are obviously somebody who has an 
extensive knowledge of the technical side of 
gamesplay, unfortunately not everybody else does. 
As for telling the reader how exactly to play 
import CDs on his machine, Sony themselves 
expressly asked all magazine editors not to do so. 
As they are people I deal with on a day to day 
basis, and also someone who I am hoping to 
secure a demo disc deal with for you, the readers, 
I think totally ignoring such a small wish so early 
on in our relationship would have been more than 
counter-productive for Play as a magazine. 

See, you don’t know everything do you? 

Dear Dave, 

In response to Richard Bruce Kent’s letter. Issue 2, 
on how to connect a PlayStation to “proper 
stereo”. 

I have achieved this with the following: 
PlayStation Video Out - VCR video in using phono 
to phono lead. 

PlayStation Audio Out (both channels) - Hi-Fi 
Aux in using double phono to phono. 

Now, when you set the TV to the video channel 
you will get the PlayStation picture. Turn stereo to 
Aux and voila! - stereo sound. 

P. Digby 

Thank you P.Digby That’s what we want, 
readers helping each other out. 

Dear Dave, 

I sympathise with Tich’s comments in Issue two 
regarding running the sound from his PlayStation 
through a hi-fi and of course had the same 
problem myself, err, but felt I had to deal with 
them violently. 

The right phono-out wasn’t too much of a 
problem. I simply got a rubber coated lead and 
trimmed it with a Stanley knife until it cleared the 


R.F.U. box. There was even enough space to leave 
some, well a little, insulation on it! As for the left... 

The R.F.U. casing just clips apart. The bare wire 
ends of a decapitated phono lead can then be 
attached. One on the outer rim held firmly in place 
by the casing and the other actually inserted into 
the centre prong of the connector. 

Dodgy I know, but trust me, it works. The 
plastic casing conveniently has a small hole in it, 
covered by the top label, lust perfect, with a little 
persuasion, for running the cable through. That’s 
it, hi-fi stereo PlayStation the way its meant to be. 
Warranty!?! I hear you cry. 

The first time you hear “Petrol”, focused at a 
point in space somewhere between your ears, you 
won’t give a damn about any warranty. 

Kevin Marsh 

Er, OK. Not something I’d recommend, P. 

Digby’s way seems better, but each to his own. 
Anymore? Or are we done on this subject? 

Dear Dave, 7 

If you get your cover discfffom Sony for your next 
magazine, won’t Sony keep the best demos for its 
own officially-licensed magazine? 

If there is only one plant that make PlayStation 
CDs, you’d think they’d bring the best titles out 
first, to sell the console. Not games like Rapid 
Reload and Novastorm, the latter was rubbish 
even on Mega-CD. 

How good is the deal with Namco and 
PlayStation, will they continue to bring out their 
best arcade conversions? 

Yours sincerely, 

George Macauly, Leeds 

As far as cover CDs go, we won’t be getting 
them from Sony direct, we’ll be getting them from 
third party developers like EA and Gremlin, so 
there will be no danger of the official mag ha\/ing 
the best for themselves. 



Sony control CD manufacturing, which is why 


e need their permission to produce a demo. 
Yeah, some of the games out so far haYe been 
a bit dodgy, frustrating^ innit? Especially when you 
know there is some really good stuff waiting in 
the wings. As for the deal vyith Namco, it’s pretty 
good, after all, both companies have done well 
from it, but it is by no means exclusive. Namco 
titles will continue to appear on PlayStation, but 
they may also appear on Saturn some time off in 
the future, after all, their main priority is the coin¬ 
op side of business. 


% 



Dear Dave, 

Play is the best magazine ever, and only one thing 
could make it better, a playable CD, but after 
reading Issue 2, I now understand why there 
hasn’t been one yet. 

I have the two best things in the world, a Sony 
PlayStation and a Sony Super Triniton TV with 
Dolby pro logic surround sound. 

But when both are linked up the way it says i|^^ - 
the PlayStation’s instruction book you get with the 
PlayStation, you only get mono sound. Could you 
tell me how to get Stereo sound? 

Please help me Dave, I’ll do anything. 

Thanks. 

Stuart Bennett, Essex 

Arrgh! I had a feeling we weren’t finished with 
this subject! Read the previous letters! 

Hi Dave. 

t 

I am writing to you to say how disappointed I was 
to find that the review of Road Rash was not in 
last month’s issue as you said it would be. I read 
in last month’s mag that FIFA ’96, Road Rash, etc. 
were being held up for up to six weeks as the 
manufacturers can’t keep up with the demand for 
the games. WELL IT’S NOT GOOD ENOUGH! 

Could you please give me some sort of 
indication of when you will review Road Rash and 
when it’s coming out. 

I was very pleased to hear that you are not 
going to do so many previews and are going to 
do more reviews instead. Also, I am very glad that 
you have got too many good tips andricheats. This 
is the best mag I have ever read so keep up the 
good work! 

Rob, Orkney 

Well, Rob. What can I say? Electronic Arts 
promised us the game would be ready in time and 
then at the last r^^te told us it wasn’t ready. It 
seems"like, thbyareiaii^ big problems with 
Finishing it, and I woUldn*t bargain On ^eivg Road 
RashWa shop nearjyou until February at the 
earliest. But don’t hold your^JtWSthi 

Dear Dav^*^ 

The Play Back pages are great. I’ve lost count or**| 
the amount of times I’ve had to search through 
hundreds of mags, just to find a review of a 
game. Now I have no problem, all the info I need 
to see is on two pages, and it’s also updated. This 
is a great idea, whoever thought of it should be 
commended. 
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just out of interest, how many mags do you 
write for? Do you have a few identical brothers 
who help you out? 

Next time you’re on GamesMaster, could you say 
a big Hi to me? 

When, if ever, will Sony release an MPEG 
adaptor, I want to watch Video CDs and don’t 
want to have to buy a CD-i or Saturn. 

I read somewhere that Sony won’t be releasing 
one. I hope this is incorrect, finally, aren’t Tekken, 
Wipeout and Ridge Racer great! 

I love the mag, but fh^l^tter section could do 
with about five more pages. 

This is a mistake that all^ags make, rernedy it 
please! 

Freedom, peace and love. 

Gary Sharp 



Not a hippy are we Gary? And I’m not too 
happy that you like the Play Back section because 
that was Ian’s idea, and now I have 
congratulate him and he’s already a bit fui 
himself! No really, it is a good idea isn ’t it? It 
makes comparing software so much easier, and 
the fact that it is regularly updated means it never 
goes out of date. 

As for me personally, I write for four magazines 
at the moment - Play, X»Gen, GamesWorld and 
Sega XS. That’s why they call me the Unstoppable 
Games Animal. I also write for the Daily Mirror, 

The Independent, TV Hits... the list goes on, and 
yes, sometimes I do wish I had a twin brother, 
but there can be only one! 

Last of all, we’ve made the letters page even 
bigger this month Gary, four pages, and if people 
keep writing the number of letters that they are, 
we may just have to expand it again. 


Dear Dave, 

Congratulations on producing a great magazine. I’ll 
le^oi^cnow why I never chose the other 
PlayStation mags: 

The Official PlayStation Magazine - I couldn’t find 
it in any shop so stuff that! 

Sony Pro - Hmm, just not enough in it. 

PlayStation Plus - A bit crap. No demo disc. 

This isn’t your usual arse-licking letter. I’m being 
qu’^^erious. It’s well-informed, looks good, top 
reviews and up-to-date. You asked in your survey, 
would we rather have a mag with or without a 
demo CD, well listen. Have you ever seen how 
many different PC mags there are? Nearly every 
one comes with a CD. Now, the PSX runs off CD, 
so I think people expect there to be a demo disc. 


But what do I find? Along come four, I repeat 
FOUR PlayStation mags and only one is going to 
give us a demo disc. 

I commend you greatly on this! So please keep 
the mag with CD idea. Also, I read you would be 
reviewing Alien Trilogy in time for Christmas. I 
can’t wait as I am a huge fan of Aliens. I would 
like to see a playable demo of the game with the 
magazine, and I’m sure others would also. 

Cheers! 

Damian Clarke 


P.S. I wouldn’t mind winning that PlayStation 

% 

with jD Lemmings. Err... am I pushing my luck? 


Good letter Damian, as soon as Sony get their 
house in order you can be sure that we will have 
the best demo discs in the country. 

As for your PS - yes you are! 



Could you answer these questions? 


1 . Is it true that Sega are releasing some of the 
games that Sony have made themselves on the 
Saturn? 


2. Approximately when will Tekken 2 be released? 


3. Are Namco 100% with PlayStation, or will they 
make games for the Saturn as well? 

/ 

4. I have Ridge Racer, Tekken, Street Fighter: The 
Movie, Rayman and WipeOut. What three games 
should I get next? 


5. Do you have any cheats for WipeOutl 

6. Why is this the best mag ever? 

I desperately need answers for these questions. 

Wayne Price 


I’ll give the old game brain a scratch Wayne, 
and attempt to answer your questions in order, 
one at a time: 


1. No, I think you’ve got the wrong end of the 
stick there Wayne. Most of the games that have 
appeared early on the PlayStation will also be 
eligible for release on Saturn, like Toshinden for 
example. Amongst them will be titles like WipeOut 
and Destruction Derby, which were originally 
produced by Psygnosis. The thing is Psygnosis 
have now become Sony Interactive, so it seems 
like Sony is producing games for the Saturn, but 


they’re not. The Psygnosis games will probably 
be licensed out to other companies but won’t be 
released on Saturn for at least six months after 
they appear on PlayStation, just like Mortal 
Kombat 3. Also, games solely produced by Sony 
themselves, like Total NBA will be written as being 
published by Sony Computer Entertainment (SCE) 
and won’t get anywhere near a Saturn ever. A bit 
confusing huh? Most of the games for the Sony 
console are third party and so can be produced 
for other formats too, although we've heard most 
firms are developing for PlayStation first then 
Saturn, if they bother with Saturn at all. However, 
going the other way you’ll never see titles like 
Virtua Fighter 2, Sega Rally or Panzer Dragoon on 
the PlayStation. Or will you? 

2. Tekken 2 is expected to hit the PlayStation in 
Summer’p6, although there is no set date for it’s 
release as yet. Developers Namco do not really 
want to talk about it until demand for the original 
Tekken has died down. 

3. There is no doubting that Namco have been 
one of the biggest reasons for the PlayStation’s 
success, but their games do not belong exclusively 
to Sony. In fact, in a recent announcement they 
made it clear that they would be converting some 
of their ‘arcade hits’ to Saturn. Although they 
wouldn’t say which ones. Again though, Saturn 
owners will have to wait a lot longer than 
PlayStation owners to play Namco arcade hits. 

4. Well, your games collection is looking good so 
far, but if you want to keep it’s quality up you’ll 
have to have a look at three of Loaded, 

Destruction Derby, Lone Soldier, Doom, Striker 
‘96 and Mortal Kombat 3. 

5. As for WipeOut cheats, shame on you. Here 
are a couple that will make the game that 
little bit bigger, not easier. 

% 

Access Rapier class 

A) Highlight one player on the startup screen. 

B) Hold down all of the following buttons: L2, 
R2, Left on the D-Pad, Start and Select. 

C) Keep holding them and press the X button. 


Hidden Track 

A) Highlight one player on the startup screen. 

B) Hold down all of the following buttons: Li, 
Ri, Right on the D-Pad, Start, Square and 
Circle. 

C) While still holding the above press X. 

6 . Because it is. 
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W hat’s the matter? Got a pocket full of cash and don’t know what to spend it on? At Play we’re here to help, 

advise, and more importantly proclaim which PlayStation titles are worthy of your collection - hence Playback, 
the definitive buyers’ guide and the oniy one which compares the old with the new as soon as the young 
pretenders get the champs in their sights. 

We tackle head-on the problem of games becoming boring, washed-up, dated or, in the case of Striker '96, actually getting 
better the more you play them. 

So, to keep in touch wtth the times, every month the Play boyz cast their votes on how the games we’ve previously 
reviewed fare in comparison to the newer titles. Our verdicts go under the ’Current Score’ category... simpie eh? 

Perhaps the greatest shock this month is the mighty Striker '96 being toppled from the top of the sports charts by the 
ground-breaking brilliance of Gremiin Interactive’s Actua Soccer. We loved it and we’re sure that you will too. Other changes 
include Criticom and Primal Rage bashing their way into the beat-’em-up category in joint third place, Agile Warrior swooping in 
to steal the flight sim crown, and poor old Ridge Racer sinking further down the charts courtesy of its improved sequel. 

For easy reference, new entries are marked (-), and any changes to the original scores are highlighted in yeilow. 


Game 


Review Score 


Comment 


9 • ‘ 

p 


A* 


Date of Review 

Current Score 




Beat-*em-ups 



1. (1) Tekken 


95°/c 


Still the best (for now) 


2. (2) Mortal Kombat 3 


93 % 


Bloody unbeatable stuff gore fans 


3. 


(-) Criticom 


85% 


Take your brain to another dimension 


3. 


(-) Primal Rage 


85% 


4. (3) New jap Pro Wrestling 


84% 


Plenty of Jurassic japes 


I 


The fat boys done good 


5. (4) Battle Arena Toshinden 


76% 


Great looking stuff for beginners 


6. (5) Zero Divide 


68 % 


We’ve found a free game of Phalanx! 


7. (6) WWF Wrestlemania 


74% 


Competent, if unspectacular, staged boredom 


8 . (7) Street Fighter: The Movie 


85% 


It’s really beginning to grate 



Nov ’95 


Nov ’95 


94 


9. (8) Power Instinct 2 

.. r . ■ , • . • \ 

52% 

Wake up and smell the opposition. 

Jan ’96 

52% 

^ Combat Flight Sims 

. .... . 

imi^ 
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1. (-) Agile Warrior 

79% 

Crash ‘n’ burn baby! 

Feb ’96 

79 % 

2. (1) Air Combat 

81% 

Even a lobotimised tortoise could fly this 

Dec ’95 

78% 

3. (2) Ace Combat 

1 

79% 

Air Combat in Japanese 

Nov ’95 

75 % 

3D Shooters 





1. (1) Doom 

93% 

Smooth as silk, more cutting than glass 

Jan ’96 

93 % 

2. (-) Krazy Ivan 

90% 

Die screaming, alien scum! 

Feb ’96 

90% 

2. (2) Lone Soldier 

92% 

No better than Krazy Ivan 

Dec ’95 

90% 

4. (3) Loaded 

85% 

Big, bad blasting action 

Nov ’95 

85% 

4. (3) Firestorm: Thunderhawk 2 

85% 

Fast ‘n’ frantic airborne action 

Jan ’96 

85% 

5. (4) Philosoma 

85% 

Not as good as Firestorm 

Dec ’95 

84% 

6. (5) Assault Rigs 

81% 

Mass assault or no assault I’m afraid 

Jan ’96 

81% 

7. (6) Starblade a 

68% 

Light cruising on a mono rail 

Dec ’95 

68% 

V 

8. (7) Warhawk 

65% 

Wake me when it’s over 

Jan ’96 

65% 

9. (8) Kileak The Blood 

57 % 

A weak corridor game 

Nov ’95 

57 % 

10. (9) Cyber Sled 

55 % 

Best left in the arcades 

Nov ’95 

55 % 

11. (10) Zeitgeist 

51% 

Incredibly slow and highly repetitive 

Nov ’95 

51% 




. ^ 


1. (i-) Rayman <'-■ 

V “ ^ ^ 

87% 

Broken free of the pack 

Nov ’95 

87% 

2. (i-) Jumping Flash • ’/r v 

87% 

Addictive & surprisingly challenging. Smart! 

Nov ’95 

87% 

3. (-) Johnny, Bazookatone ' " 

85% 

Neat ‘n* sweet, to a top beat! 

Feb ’96 

85% 

4. (2) Herme Hopperhead 

53% 

Unacceptable fodder 

Dec ’95 

*) 3 % 
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^ We usually treat computer boffins to our regular 

curry session, but this month we thought it would make a 
refreshing change to entertain the alternative music band 
of the moment, Pop Will Eat Itself, writers of Gremlin’s 
Loaded soundtrack. So off we ail went up to London to 
discusses fame, fortune, and most importantly. Loaded, 
over a tantalising ring-stinger at Farringdon’s famous R^i 
Tandoori (y’know, the one by the tube station). 




: How would you define your 


musical style to outsiders as yet 


- Right, ahem! How did you get 
involved with LoadecP. Did Gremlin 


- The quality’s excellent. I was 
surprised about how good the graphics 



untouched by the Poppies! 

# 

CM: Hells teeth! A high-speed collision 

between technology and rock and roll. 

; 

i': ' 

Play: We haven’t really heard much from 
the PWE! camp in the past couple of 
years, what have you been up to? 

CM: We’ve been working hard, touring 
and writing new songs for the current 
album. 


approach you or vice versa? 

CM: We’ve been wanting to get into 
video games for some time now. We 
were talking to a software company 
about it three years ago, but nothing 
came of it. Then, about a year ago now. 
Gremlin contacted our record company 
and told us what they wanted to do. 
And after seven months of cutting 
through red tape, here we are. 


are. And some of the visual effects like 
when Mama lets off his smart bomb are 
really nice. To be honest with you, 
though, we haven’t had a great deal of 
experience with games other than 
Loaded on the PlayStation because we 
broke our machines. 

Shame! What do you think has to 
go into a game for it to be good? 

There has to be an excitement factor 




Play: Speaking of which, your most 
popular album to date is most probably 
Cure For Sanity, which of cause spawned 
the hfts XYZ and p2°F. What happened to 
PWEI after that? 

CM: We’ve had two more successful 
albums - our last was our biggest seller. 

It was certainly more popular than Cure 
for Sanity in terms of sales and chart 
position. 



Play: At the time of Cure For Sanity, you 
were competing with the lites of Jesus 
Jones and EMF for that kind of dance 
music with guitars twang. Now that both 
of these bands have fallen on hard times, 
are you planning a resurrection? 

CM: No. That was, lilce, 1990; five years 


I 



Name: Clint Mansell 
Job: Spokesperson for 
a generation 



Fave Curry: Vindaloo 


Fave Game: Loaded (obviously!) 


ago. We’ve moved on so far since then, 
not Lh^tiMP'P^rticiilarly thought we were 
coveting with the likes of Jest/s Jones 
and EMF anyway. Where we’re at now, 
compared to where we were then, is like 

■ S 

comparing Pong to Loaded. It’s a bit of a 

* 0 

quantum leap. 


Are you happy with the overall 
effect? 

C,.j: Yes, it really works well. I was 
surprised how much it adds to the 
game. 

Are you into video games 
generally? 

CM: We don’t get much time to play 
games unless we’re touring. We’ve got a 
SNES on our tour bus and we spent a 
lot of time last year playing Donkey 
Kong Coun&y, which was good. I’ve 

O 

played a few games over the years, but 
the danger is once you start playing 
■ them you end up losing hours. Fuzz 
[PWEfs drummer) sat down to have n 
quick blast on Loaded and spent 1? 
hours solid playing up to level 11. Mind 
you, he had it set on ‘All enemies are 
pussies’ mode or something! 

Play: Is the Sony PlayStation the way 
forward as far as video game technology 
goes? Do you really give a toss? 


in there. If you look at some of the 
games that we’ve mentioned, from Space 
Invaders onwards, they’re all pretty much 
about not dying, and that tends to get 
the adrenaline going. 

■ : y Sony is trying to make the 
PlayStation cool, and bring the twenty- 
somethings back into video games. Do 
you think that the video games industry 
is cool yet? If not, what do you think of 
it? 

' . - Computer games are definitely 
getting cooler. I think the image of 
computers has always been of boffins, 
but now we’re reaching the second, 
maybe the third generation of kids that 
have grown up with games, so it’s all 
much more mainstream. And it’s all to 
do with the quality of games now - 
these days a driving game looks almost 
real, whereas five years ago it would 
have looked about as realistic as my 
arse! 

Play: (Hels right y’know!) Video games 















Official UK Sony 


pfllCB 


PlayStation 



1.S0NYJ0YPAD 

£24.99 

2. SONY MEMORY CARD 

£19.99 

3. SONY MOUSE 

£24.99 

4. SONY LINK LEAD 

£19.99 

5. OFFICIAL CARRY CASE 

£19.99 

6. NEGCON PAD 

£44.99 

7. AV SCARF CABLE 

£19.99 

8. JOYPAD EXTENDER CABLE £7.99 
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LONE SOLDIER -Fast,moving 
'Commando'style game in mil- 
colour 3D graphics. Best Price 
£34.99 

TEKKEN- A mega hit. 8 Characters 
and 9 bosses each with their own 
devastating attacks. 




HERE IS JUST A SELECTION OE SOME OE THE OTHER GREAT TITLES AVAILABLE 


TOP TEN GAMES 


Ridge Racer.£37.99 

Tekken.£39.99 

Toshinden.£39.99 

jumping Flash.£34.99 

Wifjeout.£39.99 

Destruction Derby.£36.99 

3D Lemmings.£M.99 

Mortal Kombat 3.£39.99 

FIFA 96.£ t6.99 

Actua Golf.£ f().99 


Theme Park.£37.99 

Fade To Black.£37.99 

Primal Rage.£37.99 

Split Realities.£37.99 

Screaming Wheels.£37.99 

Rapid Reload.£34.99 

Raiden.£37.99 

Boxers Road.£37.99 

Dynamic Tension.£37.99 

Shellshock.£37.99 

Wateiworld.£37.99 


Ultimate Parodious.£36.99 

Motor Toon GP.£36.99 

Streetfighter The Movie.£34.99 

Cylaersled.£36.99 

nth Hour.£37.99 

Starblade.£39.99 

Krazy Ivan.£34.99 

Assaut Rigs.£36.99 

Road Rash.£36.99 


Rayman. 

.£36.99 

Prowler. 

.£36.99 

Creature Sh()ck-S|x?cial Ed 

....CALL 

Defcon 5. 

.£36.99 

Syndicate Wars. 

.£37.99 

Goman. 

.£3 7.99 

Rollcage. 

.£ 14.99 

Air Combat. 

.£17.99 

Goal Storm. 

.£37.99 

Project Overkill. 

.£36.99 

Arc The Lad. 

.£37.99 


Magic Caqaet.£36.99 

Spot Goes to Hollywood....£36.99 


IF YOU HA VE A FAX MACHINE, USE IT TO GET AN UPDA TED PRICE & RELEASE LIST (Calls charged at 39p off peak 49p peak) 

JUST DIAL 0891 715689, LISTEN TO THE INSTRUCTIONS, ENTER DOCUMENT NUMBER 702 AND PRESS START ON YOUR FAX MACHINE 

Prices correct at time of going to press. Subject to change without notification. E & EO 




217 LONDON ROAD • APSIEY • HEMEL HEMPSTEAD • HERTS HP3 9SE 


Cheques/Postal Orders payable to 
Playstation Direct Limited 

Postage & Packing 

SONY PLAYSTATION MACHINE £5.00 

Software & Accessories FREE 


10 TELEPHONE LINES 
Open 10 a.m. - 7 p.m. 


MOST MAJOR 
CREDIT CARDS 
ACCEPTED 







































































